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ll this talk about video-game violence re- © © IT HURTS YOUR HAND. Arnold 

minds me of the first time | actually got in « Schwarzenegger might convince you that 
a REAL fight. | was in fifth grade and we were ® punching is kinda fun. It may even seem 
playing Razor Blade, which is basically dodge » heroic and cool with that cracking KA- 
ball with slightly different rules. Wherever you ve POW! sound, but, when you really swing 
got hit—the arm, the leg, the hand—it was « your fist and make contact with a part of 
considered CUT OFF and you couldn't use it. ® someone else’s body, you're hitting flesh, 
Get HIT with the ball in the HEAD or TORSO ¢ muscle and bones as hard as rocks. IT 
and you were OUT! It was a great bane and ® REALLY HURTS! No one ever buckles over 
THE FAVORITE on the playground, in pain after hitting someone in 
but some kids took it alittle too se- | the movies, but it happens in 
riously. This one guy, Ron Free- © : real life. 
man, felt compelled to sneak up on } = 3 e IT’S OVER FAST! Most 
his opponents and THROW the ball 7 » fights don’t last over a minute, as 
; they are broken up quickly. | guess 
_ you'd say that rounds generally 
' don't go over 99 seconds. 
*  @ WHAT WAS IT ABOUT? 





POINT-BLANK, right in their FACE. | 
Now, technically speaking, that’s } 
not cheating, but it's NOT very | 
cool. It also made your eyes well * 
up and your face sting With photo of myself was The reason is usually forgotten im- 
_ Pain—and it happened to me! And taken atten years mediately after the nervous energy 





“This BEAMING 


: of age, just BEFORE 
| was mad! Guys who get in your | Got in my first 


face like that are JERKS and need REAL FISTFIGHT. It However, there’s no denying 
to be taught a LESSON. Words wasn’t fun. that violence is ENTERTAINING, 
were exchanged (don't ask me to repeat them ° ATTRACTIVE and EXCITING, in real life as 
here) and Ron and | faced each other. After a © well as in games, but | don’t believe for a 
few TENSE seconds, we exchanged jabs and © minute that fighting games CAUSE violence. 
that was it. OVER. After the bruises healed on © Heck, these games are a BLAST and a 
both of us, we became pals. I've only been in © ~ GREAT release. So when is a fist like a con- 
two others fights since then, which were in my é troller? Never. Bruised egos, bloody fists 
teens. Those battles were just as uneventful © and broken bones hardly add up to sore 
and even more painful, but here’s what | ° thumbs. I'll stick to “fighting games” myself 
learned after three grueling and stupid fights. ® and leave the real-life fights to you readers. 


( tos i e You can find out all about REAL-LIFE bouts 
THUNGS THEY DONT TELL YOU = © on your own. | did. 
ABOUT REAL FISTHIGHTS: 

e THE QUEASY STOMACH. Your in- 
sides will do flip-flops as the tension mounts. 
You might even feel sick, like you're going to 
throw up. 


is used up in the fight. 


CHRIS GORE 
Editor in Chief 
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THANKS FROM A WINNER! 

Thank you for helping Torrin receive the SF 

*.| /! Turbo Champion Edition arcade game he 

1 won. He is very happy and has played all night. 
Again, thank you. 

—Torrin’s Mom, Judy Jones 

Detroit, Michigan 





SUPER SLIPUP 
| can't believe you did this! In your August 
93 issue’s Could It Be...? column you said 
Sonic was on Koopa’s lap in a shot from Super 
Mario Bros. Super Show. For your info, that 
porcupine is a character in Super Mario Bros. 
2 Just play it some time! I'd have thought that 
educated people like you would notice this. 

On the other hand, keep up the good work! 
—David Willis 
LaPorte, Indiana 





Yeah, but is the porcupine blue? Who said 
we're educated, anyway? 


GENIE DEBATE RAGES ON 

Greetings from South Georgia! This is in re- 
sponse to Yea & Nay in the July '93 issue. By 
all means the game companies should allow 
the players to choose for themselves if they 
want to use the Game Genie! 

| am an adult player. | have Game Genies for 
the NES, SNES and Genesis. | don’t consider 
using it “cheating.” After spending up to $55 
per game, | feel that it is my right to use the 
Genie to help me along and see the full spec- 
trum of the game. | //ke being able to slow 
down and take a look at what | paid for! 

If the companies continue to cheatproof the 
games, | WILL NOT BUY Sunsoft’s 7az-Mania 
for the SNES. I'll buy Sega’s 7az-Mania instead! 

Thanks, ViocoGAmes, for letting the public 
know about this before we wasted our money 
on a product we wouldn't be happy with. 

—Tonia Pappan 
Brunswick, Georgia 


CHILDPROOFING GAMES? 

This past Christmas my son and | joined 
the ranks of video-game players. This was all 
made possible by the Pro Action 
Replay cart and Game Genie. [<< - 
Since that time, | have pur- 
chased over 50 games, and we 
have had great fun. This will 
stop if manufacturers join the fi 


ranks of Sunsoft and begin the ae ey f 


arrogant practice of “code- |’ 
proofing” their games from 
the Game Genie. 

Case in point, we purchased Road Run- 
ners Death Valley Rally. It's a beautiful game, 
but foo hard for younger and older players. 
When Pro Action Replay arrived, | generated 
some codes and everyone in the family en- 
joyed the depth and brilliance of this game. 
Now a company is going to tell us that this 
was somehow cheating them, or worse, our- 
selves? Please! My response will be to avoid 
all Sunsoft products. 

—Richard T. Keefe 
Alexandria, Virginia 


Childproof caps on aspirin—YES. Cable 
lock boxes on the Playboy Channel—WE'LL 
BUY THAT. Not allowing kids to bring guns to 
schoo/—that’s a good idea. But keeping kids 
from playing through a game—NO WAY! We 
feel that the Game Genie and Pro Action Re- 
play cart are great tools and should be al- 
lowed by all companies. Heck, a chimp could 
play through Street Fighter |! with a Game 
Genie, why not your kid? If you're not an ex- 
pert gamer like the editors of ViDEOGAMES, 
then the Game Genie may be your last resort. 
A letter-writing campaign to Sunsoft might 
help change its mind. 

Sunsott 

11165 Knott Ave. 

Cypress, CA 90630 


KILLER KOMBAT 
Will the arcade game Time Killers, by 
Strata, ever come out for the Genesis or SNES? 
| really liked the info on Mortal Kombat that 
you guys printed. 


—James L. Crawford Jr. 
Charleston, South Carolina 











Time Killers will be released by TeHQ in 
early ‘94, so rest your thumbs! Glad you like 
our Kombat coverage. Keep reading 
VIDEOGAMES for detailed articles on the most 
popular games. Hey, cool art, James! 


READERS REACT TO GAME 
CENSORSHIP 
We realize that Nintendo of America (NOA) 
has strong feelings about how violence should 
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be portrayed in electronic games. However, if it 
takes into consideration the facts about vio- 
lence, not only in video games, but in the world 
we live in, it will notice that violence is all 
around us. For instance, the daily news does 
not think twice about showing and describing 
actual human carnage—Bosnia for 
example—to audiences including young chil- 
dren. Since Mortal Kombat takes place in a fic- 
tional setting, people will not regard it in a seri- 
ous manner. One way of preventing young 
game players from purchasing Mortal Kombat 
would be to place a warning label on the game 
package. 

We understand that whatever decision Nin- 
tendo makes concerning the violence in Mortal 
Kombat and future video games in general will 
be made in a responsible manner. We hope that 
you will take these and other factors into seri- 
ous consideration. 

—lkonya Nginyo, age 13: Michael Waclo, 
age 14; Michael Zahurak, age 14 
Johnstown, Pennsylvania 


- | am writing this letter in response to all of 
the letters concerning Nintendo's censorship of 
the game Mortal Kombat. The immense 
amounts of blood used in the game are not nec- 
essary. Do you really feel you need to splatter 
blood and body parts all over the screen to have 
a good time? | thought game play was the im- 
portant factor in the quality of a game, not spe- 
cial graphic effects. | applaud Nintendo for 
standing up for decency in games. Yes, Nin- 
tendo has made mistakes in the past, but this is 
not one of them. 

—Jared Bruff 
Lexington, South Carolina 


Frankly, | am insulted by the fact that Nin- 
tendo thinks I'm dumb enough to get fantasy 
and reality mixed up. | have not killed anyone, 
and | don't intend to kill anyone, so what makes 
Nintendo think that after playing Mortal Kom- 
bat | will become a bloodthirsty maniac? 

—Hthan Yetton, 
Melrose, Massachusetts 


Censorship on a game! If | can’t buy Mortal 
Kombat, what is going to stop me from playing tt 
in the arcade? An MA-13, as you printed, “for 
mature audiences, parental discretion’? Does 
this mean | won't (according to Sega) be able to 
play a game unless my mom or dad is sitting in 
front of the TV? Or every time | play Street 


Fighter // my parents will put their hand over the 
screen when somebody gets hit. Oh, no! | 
wouldn't want to see violence! Give me a break! 
Parents, if you don't want to let your kids buy vi- 
olent games, put your foot down and say “no.” 
It'S as easy as that. My parents don’t mind me 
playing Streets of Rage 2 or Final Fight: heck, | 
even got my grandmother to play Street Fighter I! 
once—and she liked it! My point is, if you don't 
like it, don't let your kid buy it. Just dont punish 
the rest of us whose parents don't mind us 
watching Alien’ or 72 and then playing the game. 
Hey, | like the improvements in the maga- 
zine! How about starting art contests? 
—Scott 
Baton Rouge, Louisiana 


We appreciate all of our readers’ opinions re- 
garding game censorship. Scott, go ahead and 
send us your art—we'd love to see it! Hey, you 
could even draw a really bloody picture of Kano 
ripping apart one of his foes. That'll show em! 


NICE GUYS AT NINTENDO 
| really appreciate Nintendo for its excellent 
consumer service department and its national 
repair center program. One can call its toll-free 
consumer service hotline and get not only as- 
sistance with the operation of Nintendo hard- 
ware and assistance with Nintendo Power mag- 
azine, but also info on Nintendo games that 
covers Stuff like release dates, game descrip- 
tions, licensees’ addresses and phone numbers 
and sometimes even memory size! Not only 
that, but its phone reps are very friendly and 
polite; plus, they also like to socialize about 

video games, too! 

—Peter Bailie 
Saratoga Springs, New York 


BORED GAMER 

As of late, | seem to only play a game 
through once. After I’ve beaten it, | don’t seem 
to have any desire to play it through again. | 
was really blown away the first time | played the 
landspeeder and X-wing levels in Super Star 
Wars, but even that was short-lived. | feel as 
though I’m missing something. |s this a typical 
reaction to games? Am | looking for too much? 
—Dan Upright 

Atlanta, Georgia 


Well, Dan, maybe video games just arent 
for you. But | know what you may be looking 
for. Y'see Dan, you're probably maturing and 
becoming a man. You've reached puberty, 


youre pushing at least 14 years of age and you 
might want to try a NEW game. How 
about—GIRLS?!!! Just remember that girls can 
get boring too. 


WHAT'S IN A STREET 
FIGHTER’S NAME? 


My friend and | were reading the Video- |%.%, 


Game Previews in the July ’93 issue of your 
mag. My friend noticed that, in the photos of 
Street Fighter |! Turbo for the Super NES, Ryu’s 
stage shows Vega fighting Ken.. .but the names 
under the energy bars say Balrog and Ken. This 
also happens in the photo of Guile’s stage: Bal- 
rog and Sagat are fighting, but the energy bars 
say that M. Bison and Sagat are fighting. Is 
there a bug in the game? Please explain. 
—Jonathan Ellison 


a “Tr 
Powell, Ohio fi3it#aic 
ve 





Sorry for the contusion, Jonathan! We pre- 
viewed the Japanese version of Street Fighter II 
Turbo Champion Edition in that issue, and the 
reason youre seeing different names on the 
energy bars is because the characters have dif- 
ferent names in all of the Japanese editions of 
SF Il. The boxer character whom we refer to as 
Balrog Is called M. Bison by the Japanese. The 
Spaniard with the mask and claw—whom we 
know as Vega—is identified as Balrog in 
Japan, and the last boss, our M. Bison, is 
known to Japanese gamers as Vega. 

The names were changed for the U.S. 
market when Capcom released the original 
SFIl coin-op in this country in 1991. Since 
the name M. Bison was too similar to the 
name of Mike Tyson—the real-life boxer 
who inspired the character design—Capcom 
shuffled the names to avoid comparisons be- 
tween the two. 


Letters to be considered for publication 
should be addressed to: VipeoGames, Attn: 
Reader Mail, 9171 Wilshire Blvd., Suite 300, 
Beverly Hills, CA 90210. Letters may be 


edited for style, clarity and space 
“considerations. We regret that we cannot 
respond to all mail. 
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SEGA/W INDUSTRIES IN 
PARTNERSHIP 

Sega of Japan and W Industries of England 
have formed a strategic joint venture to develop 
| virtual-reality hardware and software for the first 

Sega VR arcade game, scheduled to come out 
| inearly 1994. You may already know about W 
| Industries, the world leader in the VR field, which 
markets games under the Virtuality brand name 
of VR machines popular in malls throughout the 
country. The full combination of the two tech- 
nological powerhouses will be seen at Sega’s 
High-Tech Amusement Theme Parks, scheduled 
to open in 1994. AVR Sonic the Hedgehog? Don't 
forget the barf bags. 





VIRGIN GOES HOLLYWOOD 
WITH DEMOLITION MAN 
“You're going to be playing the movie,” says 
Tommy Tallarico at the video shoot for Virgin’s 
new Demolition Man game for the new 3D0 sys- 
tem. Demolition Manis the first of its kind to be 
























in production alongside the movie on which it’s 
based. Demolition Man, the movie, is producer 
Joel Silver's (Predator, Die Hard) new one-on- 
one, dance-with-death extravaganza starring 
Sylvester Stallone and Wesley Snipes. Stallone 
plays a 20th-century cop who chases Snipes, 
an ultra-evil terrorist, into the politically correct 
Los Angeles of the politically correct future. 
Demolition Man will be the first feature-length 
video game to include scenes taken directly from 
the movie along with special footage of Stallone 
and Snipes shot exclusively for the game. “We're 
pushing the limits of gaming,” says Tallarico. 
“There's going to be swearing, bodies blown away, 
blood—this game will be rated X if we can get 
away with it!” When asked about the game, 
Snipes said, “| probably won't let (my kid) play 
this game.” 
The DM game will be fully interactive with 
the movie. The movie will act as a strategy 
guide for the game. “So far, this is the most 
media-oriented game of its type,” said Steve 
Henifin, the sound and video engineer 
for the game. He showed us clips of 
video and dialogue from the movie that 
will be included in the game. The de- 
_ | signers are going to make the flow 
| between introductory sequences and 
actual game play seamless. You will 
see footage from the movie of Stal- 
lone jumping out of a helicopter, 
and halfway through the jump you i 
will be in control of Stallone’s | 
character in mid-flight. 
From the preliminary work that we 
saw, Demolition Man promises to be a 
much sought-after game. Certainly, it will 
open up whole new innovations for 3D0 
licensees and other game companies. 
It also may escalate the use of celebrity actors 
and actresses for the gaming world. But this also 
means escalated budgets, and Virgin is already 
gambling $500,000 on the video shoots and initial 
game design, and plans to spend more in pro- 
gramming. Slated for release in February 94, how- 
ever, Virgin is confident that Demolition Man will 
put it ahead of all other game designers. And if 





the game is as good as it is cocksure, then De- 
molition Manwill be a smash. 


SUPER MARIO ALL-STARS 
PROMOTIONAL OFFER 

If you've been waiting to buy an SNES system, 
you're in luck. Nintendo has announced that, if 
you buy an SNES Super Set between August 1 
and October 31, 1993, you will receive one free 
Super Mario All-Stars game pak by mail. The pak 
includes all three Super Mario Bros. 8-bit games 
revamped for the Nintendo 16-bit system. As a 
bonus, italso includes Super Mario Bros.: The 
Lost Levels, which was previously only released 
in Japan. Actually, the game pak isn’t completely 
free; you still have to send in $3.50 for postage 
and handling. But, for four great games, this offer 
is definitely worth it. 


AMERICAN BATTLEATORS 
Soup cans, sugar-coated breakfast cereals 
and cracker boxes are the newest heroes in video 







games, with the use of the popular Japanese hand- 
held game Barcode Battler. The game you can 
play at the supermarket has been ripping up the 
aisles in Japan for two years, and, starting in 
September, it will be available in America nation- 
wide. UPC symbols from any retail product can 
be used to create new characters that can be very 
powerful depending on the bar code. One particular 
brand of soup was found to create especially pow- 
erful heroes, causing massive buyouts of the prod- 
uct in Japan. The game is so popular there that 
rumors of conspiracy are circulating that certain 
retail manufacturers are trying to create more pow- 








erful UPCs for the game in an effort to sell their 
goods. Parents everywhere beware: Bar code bat- 


Troy Aikman Football Signature Edition. The young 
Dallas Cowboy quarterback is hot off of his 1992- 


Don't expect anything as cool as Napalm 
Death or Godflesh, but this could be better than 







































tling is here—let the buying begin! 


BUSINESS NEWS: ATARI 
COMES BACK TO 
LIFE WITH IBM 
Atari and IBM are teaming up to build Atari's 
new Jaguar advanced game system. IBM will man- 
ufacture and distribute the system from a plant 
in Charlotte, North Carolina. Though the $500- 
million, three-year contract is huge for Atari, for 
IBM the deal is a drop in the bucket of its $64- 
billion budget. Hopefully, this teaming up will 
put some of the fire back into the onetime leader 
in the video-game market. Jaguar is scheduled 


to debut in the fall. ball knowledge to make the Dragon Strike sports a 
game more true to NFL play. new computer-en- 

TRADEWEST/TROY hanced multimedia expe- 
AIKMAN TEAM UP PINBALL MANIA rience called “Adventure- 


Football's newest fave player, Troy Aikman, 
has already signed with Tradewest to produce 


inne 












93 Super Bowl championship season and hot 
on to designing plays for the Tradewest game, 
which will be available for the SNES this fall. Some 


of the planned special features will in- 


clude: coach vs. coach jams 
play and season statis- jj 
tics. And, unless Aikman 
manages to sabotage the FES" 
game, you might even be Pye 
able to make the Buffalo | 
Bills win a Super Bowl. 
Aikman has been provid- 
ing the game designers 
with the benefit of his foot- 








Pinball is growing bigger 
than ever with outlandish new 
designs and amazing new 
features, and reflecting this 
resurgence of interest is the 
9th Annual Pinball Expo ‘93 
in Rosemont, Illinois. The 
expo takes place at the Ra- 
mada Hotel/O’Hare and fea- 
tures a wide variety of 


events, including a three-day “Flip-O 


nament” where one winner wil 


awarded a brand-new pinball game, g 


ing seminars featuring a presentatio 





n 
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ut 


sr the designers of Bally's new | 
| Twilight Zone pinball game | 
| and an amusement aucti 
| of vintage and new pinball 
/ games for collectors a 


'93 Tour- 
be | 
am- 


by | 


on | 


Sy 








| enthusiasts. The show run 
| September 9-12; for more 
| info call (800) 323-3547. 


uN | THE GREAT KAT 
*“Y | Cheeseball metal gui- 
\ / | tarist The Great Kat is releas- 
y | ing an interactive, digital, 
fy heavy-metal/classical album 
for CD and CD-ROM. The self-professed 
genius extraordinaire, who is both a clas- 
sically trained guitarist and violinist, says 
the album will “send you into the 21st | 
century screaming and begging for | 


mercy, tearing what's left of your eaten- 
up brains out.” We doubt it, but the re- 
lease does feature Beethoven's Ninth 
Symphony and Wagner's Flight of the 
Valkyries for all you Apocalypse bs 


Now/metal fans. 


wm 













sae 


the Motley Crue CD-I and Crtie Bal/ combined! 
Warning: Do not expose your parents to The Great 
Kat. Though she plays the stuff your parents wish 
you would listen to, this Kat swears like a Reser- 
voir Dog. 


COMPUTER-ENHANCED 
BOARD GAMES 

TSR announces the 
release of a new 
video/board game 
based on the popular 
Dungeons & Dragons 
role-playing adventures. 





vision.” The video 
accompanying the game 
features live-action nar- 
rative digitized into a 
fantasy world through 
the use of “green 
screen’ special effects. 
t may be the harbinger 
of a new wave of fantasy-oriented, computer- 
generated multimedia gaming directed at a di- 
minishing D&D market. 
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Check out the Millennium Rechargeable Power 
System. This company makes battery rechargers 
for anything electronically portable. Charger con- 
| figurations vary in size (holding 2-8 batteries) 
se. | and price ($10-$48). Sure, you're saving the en- 
5 Hone vironment, but better yet, you'll save a lot of money 

APs on buying batteries for your Game Boy or CD 
Ss _.,| player. 








S TYCO is coming out with the Power Plug for 

the SNES, Genesis and NES. The Power Plug 
lets you program one button to do what would 
normally be a complicated combination move, 
and it includes a code book with preprogrammed 
moves for games like Street Fighter !. Power Plug 
also features power steering for better control 
in driving games, an auto-fire feature and a speed 
controller for slowmo and turbo. 


Beef up your video-game research library with 
the latest editions of the Gaming Mastery Series 
hint books for the SNES and Genesis. Awesome 
Sega Genesis Secrets 3and Awesome Super Nin- 
tendo Secrets 2 are perfect companions to your 
frustratingly difficult game carts, and will provide 
you with the will (and the solutions) to survive. 
Scores of secrets for tons of games are jam packed 
into these two volumes, including a seriously 
involved 20-page look at Star Fox for the SNES. 
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GREAT (AND NOT SO GREAT) 
MOMENTS IN ELECTRONIC GAMING 


The 
first day of the month 
marked a new beginning 
in home video gaming 
when Activision was 
formed. As an indepen- 
dent developing games 
for the Atari VCS game 
unit, the rainbow-logo’ed 
company pioneered the 
concept of third-party 
game manufacturers. 
Today, this idea is com- 
monplace, but 14 years 
ago Activision’s existence 
was deemed revolution- 
ary. Despite legal threats 
from Atari and unfounded 
initial rumors that its car- 
tridges could damage 
Atari systems, Activision 
won over gamers with 
crisp, bright graphics in 
its now-classic games like 
Kaboom!, Freeway and 
Laser Blast. 





An- 
other first in video gam- 
ing, though this one 
wasn’t so well received. 
Billed as an “adult video 
game,” Custer’s Revenge 
was released for the Atari 
VCS by American Multiple 
Industries. The game in- 
volved the player moving 
a Stick figure of General 
Custer wearing only a hat 
and boots to.. .uhhh...“in- 
timately engage with” a 


nude Native American 
maiden tied to a stake. 
Understandably, Native 
Americans and represen- 
tatives of the National Or- 
ganization for Women 
picketed AMI offices. 
Texas 
Instruments announced it 
was dropping its 994A 
home computer. Inexpli- 
cable, though, were the 
crowds that went into buy- 
ing riots in retail outlets 
throughout the country 
(akin to the Cabbage 
Patch Kids doll hysteria of 
the same year) as prices 
for brand-new 994As were 
slashed down to $50. 
Texas Instruments 
promised to continue op- 
erating its consumer help 
line for 994A owners—the 
number for which, a bit 
ironically, was TI-CARES. 
—Howard Wen 

















"TAR." Gauntilet™ 
audyed, peearena this 


The title that defined 
video-game adventure is 
now the first to utilize 
Sega’s new 4-Player “TAP.” 


Just like the arcade classic, 
Gauntlet™ IV lets you team 
up with up to three of your 


buddies as Thor, Thyra, 
Merlin and Questor—and ~ 


IV has 
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TOP VIDEO GAMES 
FOR AUGUST 1992 


The lists of top-selling video-game software cartrides 
and compact discs are provide courtesy of Babbage’s. 





Super Nes 

1. Mario is Missing 
by Software Toolworks 

. Dungeon Master by JVC 

. Star Fox by Nintendo 

. Battletoads in Battlemania 
by Tradewest 

. WWE Royal Rumble by LJN 

. Bubsy by Accolade 

7. Nigel Mansell’s World Championship Racing 

by Gametek 

8. Super Mario Kart by Nintendo 
9. Fatal Fury by Takara 

10. Batman Returns by Konami 


Do FON 


Sega Genesis 
1. Jungle Strike by Electronic Arts 
2. Shining Force by Sega 
8. RB/ Baseball ‘93 by Tengen 
4. PGA TOUR Golf Il by Electronic Arts 
5. X-Men by Sega 
6. Hardball II] by Accolade 
7. Fatal Fury by Takara 
8. Tony La Russa Baseball by Electronic Arts 
9. Mutant League Football 

by Electronic Arts 
10. Flashback by US Gold 


Sega’CD 
1. Final Fight by Sega 
2. Eeco the Dolphin by Sega 
3. Batman Returns by Sega 
4. Time Gal by Renovation 
5. Road Avenger by Renovation 
6. Jaguar XJ220 by JVC 
7. Night Trap by Sega 
8. The Adventures of Willy Beamish by Sierra On-Line 
9. After Burner Ill by Sega 
10. Sewer Shark by Sony Imagesoft 


NES 
1. Kirby’s Adventure by Nintendo 
2. Jurassic Park by Ocean 
3. Mario is Missing by Mindscape 
4. Super Mario Bros. 3 by Nintendo 
5. Bases Loaded 4 by Jaleco 
6. Tecmo NBA Basketball by Tecmo 
uv) 
8 
ie) 





. Tetris by Nintendo 
. Tiny Toon Adventure 2 by Konami 
. Dragon Warrior IV by Enix 

10. Yoshi's Cookie by Nintendo 


Gane Boy 
1. Super Mario Land 2: 6 Golden 
Coins by Nintendo 


. Super Mario Land by Nintendo 
. Kirby's Dream Land by Nintendo 
. Yoshi's Cookie by Nintendo 
. NBA All Star Challenge 2 by LUN 
7. Racing Set by Nintendo 
8. Raging Fighter by Konami 
9. Tiny Toon Adventure by Konami 
10. Tetris by Nintendo 
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Sega Game Gear 

1. Tom and Jerry by Sega 
. Outrun Europa by US Gold 
. Columns by Sega 
. Sonic the Hedgehog 2 by Sega 
. Land of Illusion by Sega 
. Taz-Mania by Sega 
. B.C. Grand Prix by Absolute 
. Streets of Rage by Sega 
. Arch Rivals by Flying Edge 
10. Batman Returns by Sega 


BOM 
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. Star Trek the Next Generation by Absolute 





TOP COIN-OPS 
FOR AUGUST 1993 


Figures are courtesy of RePlay magazine, based on an 
earnings-opinion poll of arcade operators. 


Rest Upnignt Coin-Op Arcades 
. NBA JAM by Midway 
. Mortal Kombat by Midway 
. Lethal Enforcers by Konami 
. Title Fight by Sega 
. Super Chase by Taito 
ry . Street Fighter Il: Champion Edition 
Bement by Capcom 
7. The Punisher by Capcom 
8. Terminator 2 by Midway 
9. Final Lap 3 by Namco 
10. Fighter’s History by Data East 
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Rest Delune Gom-.On Arcades 
1. Stadium Cross by Sega 
2. Virtua Racing by Sega 
3. Lucky & Wild by Namco 
4. Suzuka 8 Hours by Namco 
5, Crime Patrol by ALG 
6. Race Drivin’ by Atari 
7. Mad Dog McCree Il by ALG 
8. Moto Frenzy by Atari 
9. X-Men by Konami 
10. Final Lap 2 by Namco 





TOP COMPUTER GAMES 
cOR MAY 1993 


The lists of top-selling computer software were com- 
piled by PC Research of Washington, D.C., based on sales 
data received from Babbage’s, Electronics Boutique, 
Software Etc. and Waldensoftware. 


eps Wie Ce Games 
1. X-Wing by LucasArts 
. The 7th Guest by Virgin 
. Strike Commander by Origin 
. Wolfenstein 3-D, Spear of Destiny 
by Formgen 
AD&D: Eye of the Beholder by SSI 
. Ultrabots by Nova Logic 
Comanche: Maximum Overkill 
by Nova Logic 
. LINKS Banff Springs by Access 
. LINKS 386 Pro by Access 
. Hardball Ill by Accolade 
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Tow S/Amiga Games 

1. 688 Attack Sub 
by Electronic Arts 

2. Shadow of the Beast I] by Psygnosis 

3. Legend of Kyrandia by Virgin 

4. Overlord by Virgin 

5. AD&D Gateway to Savage Frontier 
by SSI 


Toes Vacinbosh Games 
1. Prince of Persia 
by Brederbund 
. King’s Quest VI by Sierra 
. Award Winners: Kings Quest V & 
Red Baron by Sierra 
. Microsoft Flight Simulator 
by Microsoft 
. Lemmings by Psygnosis 
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sail rN Over one hundred 
a play areas to test 
a your reflexes 
and intelligence. 








This puzzle game 
will keep your gears 
spinning! 
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This year’s coolest, craziest, funnest, loudest 
Sega™ Genesis™ smash COOL SPOT is now 
available for the Super NES. 








‘Super NES is a registered trademark of 


Nintendo of America, Inc. 






SEGA, GENESIS and GAME GEAR are 


trademarks of Sega Enterprises, Lid. 


coming soon for Sega Game Gear™ 


Ap Ke 


AN 
©1993 Virgin Games, Inc. All rights reserved. ©Seven-Up, 7UP and SPOT character are trademarks identifying products of the Dr Pepper/ Seven-Up 


Corporation, Dallas TX 1993. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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Having trouble with a video or , 
| computer game? Turn to ViocoGames’ 
| new, expanded [ips & Tricks section 
~ for help! You'll find plenty of useful 9 
| strategy advice in these pages, as | _ 
well as a ton of cheats, codes and | 
exclusive top-secret information for 
players who want to know their games agp ee 
inside and out. Stage-select tricks, 
sound tests, “boss” strategies, fight- 
ing-game combos, walk-through 
guides, invincibility codes, special 
= passwords, super power-ups and hid- 
; den rooms are among the tips and & 
tricks you'll find here every month, so 
f } keep your eyes open! 
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RBATTLETOADS IX 
BATTLEMANIAGS 
(TRADEWEST FOR THE SUPER 
NES) 
Extra Lives and Continues 
At the title screen, hold A, B and Down 
and press START. A flash of red will appear 
on the screen that shows the Battletoads flag. 
| You can now start the game with five lives 
® } and five continues—a total of 25 chances! 
"| Special thanks to Trent Schulzetenberg of 
1 Phoenix, Arizona, who claims a $10 Tips & 
Tricks finder’s fee for sending in this tip a full 
week before anyone else. 
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If you have any tips or tricks that © 
7 you haven't seen printed anywhere |_| 
| else, put them on a piece of paper or |= 
| postcard and send them to us at § 
 ViocoGames, Attn: Tips & Tricks, 9171 jae 
] Wilshire Blvd., Suite 300, Beverly 
| Hills, CA 90210. If you're the first to (9 
j tell us about a valuable new tip or “4 
} trick, we'll print it and send you $10. 
Write neatly, and be sure to include 
| your name and address in addition to | 
the name of the game you're describ- 
ing. This is your chance to contribute _¢~ 
to one of the most widely read 
? columns in the video-game industry, 
| so don’t miss out on the fun! 


FE. oh 
ch 
(U.S. GOLD FOR THE GENEsjs) 
aia Through Walls 
SUng bug that allows 
you to walk ¢ 
aes: Please note that this ae 
game, since t es 


here are a lot of i 
walls 
ee on the other side—the results Ae 
Waka it's fun to Play with, 
i D tO a wall in any stage of th 
wall, then hold the A THN 


button and point the 
aWay from the wa 

yOu see Conra 
quickly 
and point 

He should 
through it! 


This unique tip was submit- 


Y Saito, editor of 
Totally Super NES fanzine . 


Here's an intere 
almost any wall in 
Kill you or Crash th 
game with no graphi 


directional pad 
Il. The instant 
d start to run 
release the A button 
him back at the wall, 
be able to Walk right 


OPTION MODE FINAL FIGHT ep 
ci ee disearigiccses (SEGA FoR THE SEGA CD) 
aie a Rapid-Fire Mode 


Enter the option menu in this 


CD-ROM beat-'em-up and hight 
word “EXIT” at the bottom of the eee eee aly: 


screen. Next, press and hold A. B and 
Right, and press START while you're holding those three buttons down. 


Begin the game, and you'll find that all i 

ame, and y of your action buttons have been 
equipped with rapid-fire, even on a standard controller! This makes it eas- 
ler to attack your enemies with super-fast punches and throws! 





JURASSIC PARK 
(SEGA FOR THE GENESIS) 
Hints and Strategies 

Oh, sure, the movie had some neat special effects, but what about Laura Dern? Isn’t she the most beautiful 
woman you've ever seen in your life? No, I've never met her, but hey, if Lyle Lovett and Julia Roberts can make the 
love connection, why cant Laura and me? (Get to the point, Meston—Ed.) Anyway, here are a few great Jurassic 
Park tips from Keith Freiheit of BlueSky Software, the lead programmer of JP, who also hasn't met Laura Dern. 
(Meston, you're fired Ed.) 


y 
| 
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THE RIVER 
There are two places in this level where you have to get past the Tyran- 
nosaurus Rex, but it's possible to skip past the first Tyro encounter. When you 
reach the end of the river, instead of jumping across to the Tyro, just drive the 
boat to the right until it falls. Grant screams as if the boat is going to slam into the 
ground, but it lands safely in the water below. 


THe CANYON 
A few of the items in this level are trapped inside stone ledges. Throw 
Exploding Grenades ai the ledges to blow them to bits and free up the items. 





THE VisiToR CENTER 
in the fourth and final section of the Center (the section with the dinosaur 
skeletons), the Raptors scem impossible to kill. Guess what? They are impos- 
sible to kill—at least, they're impossible to kill with your weapons. From the start 
of the section, walk right and drop onto the platform, then walk left to grab the 
Explosive Grenades. Jump back onto the platform, then jump right and land on 
Tie é the skeleton. Now drop into the gap between the 
two skeletons to land between the Raptors. 
They'll ignore you as long as you don't attack 
them. Select the Explosive Grenades and toss 
one at the base of each skeleton. The skeletons 
should shake and a few bones should fall—don't get hit by them. Now throw a 
third Grenade at the base of the left skeleton to make both skeletons collapse 
and kill the Raptors. You've won the game! If you're playing as the Raptor instead 
of Grant, the technique is mostly the same, except that you need to kick the skele- 
tons down. 














6 econ = : . 4 & - f ped i < Ji 
narra imareastneesneennivasn lores: Mawasmnnsinemasieesasinarnnsinaennstcstna/smaresinarentncsmmataaaine tema Marnatimarnacinar ieverntimres * at 


Mt i ¢ § € 8 2 eae 








NAME YOUR SYSTEM AND... STEP INTO THE RING! 
Get ready for the 16- MEG mayhem of Royal Rumble® on Super NES® and Genesis™!! 
Check out the all-new, pulse-pounding action of King of the Ring™ for NES® and 
Game Boy®! Tournament showdowns... special moves...Steel Cage matchups... 
Royal Rumbles®... and more! If you’ve got the guts... we’ve got the game! 


World Wrestling Federation and its logo are registered trademarks of TitanSports, Inc. Hulk Hogan, Hulkamania and Hulkster are trademarks of Marvel Entertainment Group, Inc., licensed exclusively to TitanSports, Inc. All other distinctive character names, likenesses, titles 
and logos used herein are trademarks of TitanSports, Inc. © 1993 TitanSports, Inc. All rights reserved. Sega, Genesis and Game Gear are trademarks of Sega Enterprises, Ltd. All rights reserved. Nintendo, Super Nintendo Entertainment System, Game Boy and the official 
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seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. LUN and Flying 
Edge are divisions of Acclaim Entertainment, Inc. TM & © 1993 Acclaim Entertainment, Inc. All rights reserved. 
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Open a new file and type th 
name—be sure to USE a 


pressing return, clic 
umn on the file will now be 1, in 
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eS | you can 
| squares on t 






at the briefing screen, youll see the map 
With “cheat mode 
ePress ALT W (or L 
you will automatically win. Pleas 
text. You can use this trick to con 
elf you access the map 
screen during a game and | 
select a destination using the | 
mouse, pressing ALT (or 
LEFT AMIGA on the Amiga) 
followed by the number of a 
unit (1, 2, 3, Of 4), that unit 
will go to the destination 
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FT FOR THE IBM PC) 
Cheat Mode 

e words “Let me 
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k on the RESET button. The number ne 
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Now type a ft 


the right mouse 
qa square, you Ca 
square on the 
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ame and you can get 
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ch battle area to attack, 







ow access any of the 
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n choose from any 
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KE” to turn off th 
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a Can nudge the table 
ae as much as you like, 
ae ALLS” to get five ball 
of three 
Type “FAIR PLAY” 
cheats you've turned on 


LEANER” to clear the 
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(TAKARA FOR THE GENESIS) 
in the Genesis 


Victory Counter 


Choose “Control” from 
version of Fatal Fury, then 
parameter controls how many roun 
order to decide a battle.) if yo 

a, find that you can set the point value to zero. 
& Do this for both players, then chal 
player “VS.” battle. Your point globes 
digit counters that count how many rou 


GAME GENIE 
CODES 


(DATA EAST FOR 
: THE SUPER NES) 
odes for use with Galoob’s S 
e uper 
a NES-compatible Game Genie Video Game 
Enhancer 
6DAE-4FA74FFAE-44D7—Everything 
is free 
CEEF-4DDD—Don't subtract karma 
for shooting people 
8E69-3DA4—Don't Subtract spell 
points 


the option menu | 
highlight the “Point” option. (This 
ds you need to win in 
u hold the B button down, you Il 


lenge a friend to a two- 
will be replaced by five- 
nds you've won without 


fight against your brother in 
ver ending a battle. Now you can ror 
e Bie after round of endless “Raiden vs. Duck King battles 


until you're blue in the face! 


(FLYING EDGE FOR 
THE GENESIS) ie 
Codes for use with Galoobs Genesis- 
compatible Game Genie Video Game )™ gg 


hancer B 
- REBT-A6TN—MASTER CODE (MUST . 
ay 


ENTERED) 
. BWCA-CTVY—Clothesline does a lot @ 


damage 
mot CA-CJBJ—Head butt does a lot gy 


more damage 


(MICROPROSE FoR 
THE IBM Pc) 
Free Funds! 

You can accumulate 
extra Cash in this simula- 
tion with this simple trick: 
| Hold F1 and press the dol- 
| lat-sign key (Shift-4). This 
GIVeS you an extra 500,000 
credits whenever you need 
git! Don't abuse this power 
. by accumulating too much 
dough, though; outraged 
| ‘Investors may take control 
f of the railroad if you don't 
_ USE your newfound wealth 
| {0 purchase stock and con- 

tro! your company. 


eee 


CODES 


(NINTENDO FOR THE NES) 
Codes for use with Galoob’s NES- 
compatible Game Genie Video Game 
Enhancer 
AOVXIYGA—Start with 17 lives 
YKNZZNYX—Start with more energy 
SZEPSVSE—Infinite energy 
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apes i all’ tartad at Mr. Wilson's § “yarty ihe mj 
“pet turtle,George, dove into. the punch bowl. en 
co went nuts: Mrs. loopie: jumped on Mr. Campbell's: oi 
pack... Mr. Campbell ee his (i on Mrs. 3 
heen ea toe:.. Mrs. Melarky spilled hervehicken wings on. 
ee Mr, Botsworth's lap... Mrs Botsworth, -Poure his, 
oe "Soup. on Mrs. Gaylord’s canary... cee 
t Then, when no one was. looking, Switebblade a 
-‘Sam.made off with Mr.Wilson’s: prize coin 
“collection. Now t gotta track: down «. 
~ Sam and those coins...or ol’ or 
«Mr. Wilson's gonna make. turtle. 
soup 9 out of. ue sepsis ‘8 
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With “Ruff by your side, and 
your trusty squirt-gun in hand, . 
“Switchblade Sam ek 't ntane a 
sae yay Case wae aed 






I The ‘search for Sam is: Onl. Try: 

. the park, ‘the school, Mr..Wilson‘s. 
~ house and, of course; ; the BER aS 
NEA dank. forest. 
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ACCOLADE 
For the Super NES 
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AVAILABLE: 
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ACTIVISION 
For the Super NES 


ABLE: NOVEMBER 








U.S. GOLD 
For the Sega Game Gear 


LSM EEN HOOK Cal MOHSEN 





TT 
For the TurboGrafx- 
16/Duo 


AVAILABLE: 
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ELECTRONIC ARTS 
For the Super NES 


AVAILABLE: NOVEMBER 










TELEGAMES 

For the Atari Lynx 
AVAILABLE: 
NOVEMBER 


ELECTRONIC ARTS 
For the Sega Genesis 


AVAILABLE: SEPTEMBER 
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For the Super NES 
AVAILABLE: OCTOBER 











-HITECH EXPRESSIONS — 
For the Nintendo Game Boy 


ALLABLE: NOW 


























ELECTRONIC ARTS 
1 ‘oe For the Sega Genesis 
ELECTRO BRAIN AVAILABLE: NOW 
_———s«*For the Super NES 
AVAILABLE: OCTOBER 






ERIE SE CSI 


PLAY THE GREATEST ADV 


FROM A WHOLE 
NEW PERSPECTIVE 


This is first-person, 

















in-your-face, 
eyeball-to-eyeball, 
full-motion 3-D 
action like 
you've never 
experienced 
before. 


JP in 3-D. 


him dalsMaate) dtcealele) ance) 
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If you thought the movie was hot... 
Wait until the razor-sharp intensity of 
full-motion 3-D graphics gets a hold 


Meet your chefs... 
and dices you, while the Spitter waits 
to baste you in his venomous 


The Raptor slices 





NOW AVAILABLE FOR 


SUPER NINTENDD 


ALSO AVAILABLE FOR 
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Hey Dr. Grant! Never underestimate 
your opponent... Especially when 
he’s 20 feet tall and weighs over 
seven tons. 


“ca 


fi = : | 
a| pea 
(ee 











No more plain polygons or simple 
two-dimensional sprites! Ocean's 
exclusive, technically advanced 


graphics engines deliver REAL 3-D 
dinosaurs in a solid, dynamic and 


fully interactive universe. 


Som, 


— 











CARD. 


Triceratops.is heading your way! 
Restore island security and re-arm the 
voltage gates. Remember: the only 
good dinosaur is a fried dinosaur. 









PRODUCT INFO YW OVERALL RATING Y 


PRICE: N/A 
AVAILABLE: NOW 
bd dU) Bs ANN 
COMPANY: ACCLAIM ENTERTAINMENT 
71 AUDREY AVE. 
OYSTER BAY, NY 11771 
PHONE: (516) 624-8888 



































ou undoubtedly have a lot of questions about 
the SNES and Genesis versions of Mortal Kom- 
bat, one of the most popular and most wonderfully vio- 
lent fighting games of all time. | have about 800 words 
with which to give you the answers. Start reading! 
SNES fatalities and blood: All of the blood has 
been removed from the SNES version and replaced 
with gray sweat. Some people |'ve talked to think 
this is very clever; | think it looks extremely dorky. 
Still, at least it's something. 


The graphics are amazingly 
close to the coin-op, both for 
the characters and the back- 
grounds. Sculptured Soft- 
ware definitely knows how to 
produce pretty pictures on 
the SNES. 





You won’t find any blood in the SNES 
version of Mortal Kombat...or will you? 






The background music is 
played at a very subtle vol- 
ume, but it’s quite good and 
complements the action very 
well. Most of the sound ef- 
_ fects from the coin-op are 
here, but one or two speech 
samples are gone, most no- 
ticea awless victory!” — 





Three of the SNES fatalities are identical to the 
coin-op—Sonya’s death kiss, Liu Kang’s spinning 
uppercut and Scorpion’s blowtorch. Kano’s fatality 
has been changed so that, instead of ripping out his 
opponent's heart and holding it in the air, he rips out 
and holds up absolutely nothing. The goriest three 
fatalities—Johnny Cage's decapitation punch, Sub- 
Zero’s spinal cord removal and Rayden’s exploding 
head—have been completely changed. Johnny 
Cage’s new fatality is particularly lame: He just 
sticks his foot into the other player's chest and wig- 


Lf: | eee 6 fe) ee ARE VE AS VS eae 


Sfole[siale 









_ BANG RiBUCK 
Ww Wa " 
= SF Qi & THE LOWDOWN 


Joy! Not even Nintendo’s evil cen- 
sorship was able to ruin this great 
fighting game. The blood is gone, 
poen oS and half of the fatalities have 

: been wimpified, but Mortal Kom- 
bat has plenty of playability to 
make up for the lack of blood and 
guts. One of the few SNES fighting 
games worth buying. 
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PRICE: N/A 
ae RRR AVAILABLE: NOW 
int Oh) > EB Dirricunty: VARiAaLe 
cacti ME COMPANY: ARENA ENTERTAINMENT 
71 AUDREY AVE. 
OYSTER BAY, NY 11774 
PHONE: (516) 624-8888 oT 
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In an interview with a European 

magazine, the programmers 

of the Genesis version men- 

tioned that they used only 16 

colors for the characters and 

the other 48 for the back- 

grounds. | would have liked 

more detailed characters at the 

expense of the backgrounds. 
Th : 
ie ts e 

23} i\\.. GON §6=—s Genesis There aren’t as many sound 

LA aN version effects and speech samples 

af NN includes in this version as the SNES 

te ) all of the version, but both versions 

original have 16 megs of memory. 

SONI areaue Hmmm. 
IoD fatalities. 

7 


Genesis fatalities and blood: All of the fatalities 
are in the Genesis version (YES!), but you have to 
press a few buttons at the “code” screen (A, B, A, 
C, A, B, B) to activate them. Sega knew about the 
hidden fatalities when it gave Mortal Kombat an 
MA-13 rating, by the way; it just didn’t think Mor- 
tal Kombat was violent enough to deserve the 
“adults only” MA-17 rating. (How much more vio- 
lent could it possibly get?) 
Reptile: Yep, this elusive hidden character is in 
both versions of the game, and you make him ap- 
pear in the same way as the coin-op. (See the Mor- 
fal Kombat feature elsewhere in this issue for more 
on Reptile.) Actually, it's even easier to get to Reptile 
in the Super NES version, because you don't have to 
wait for something to fly in front of the moon during 
The Pit stage. 
Name changes: Both versions of the game have 
changed Raiden’s name to Rayden. (Why?) The fa- 
gles it around. What is that, some kind of deadly _ talities have been renamed “Finishing Moves” in the 
toejam attack? SNES version. 
And if you think Acclaim put in a fatality code The programmers: The SNES version was pro- 
as it did with the Genesis version (see below), grammed by Sculptured Software, who was also re- 
think again. Nintendo closely examined the Mor- sponsible for the fantastic Super Star Wars. The 
tal Kombat program code to make sure Acclaim Genesis version was created by Probe Software, 
didn't try to sneak anything through. Hey, we can’t who most recently programmed 72: The Arcade 
have game players getting what they want, now Game for Arena. 
can we? 


Run out and grab Sega’s new 
six-button controller, because 
Mortal Kombat plays much 
better with it than with the 
Standard three-button co 






























































THE LOWDOWN 


This version has the fatalities, but the 
SNES version has better graphics and 
better music. If you have an SNES, 
buy that version instead. If you have 
a Sega CD, you might consider wait- 
ing until the Sega CD version of Mor- 
tal Kombat ships in January or Febru- 
ary 1994 with much more animation 
(about three times as much, accord- 
ing to the programmers) and CD- 
quality sound and music. 








—Zach Meston 








O ne of the sleeper hits of 1992 was the release 
of Camerica’s Micro Machines, a non-Nin- 
tendo-licensed video-game spin-off of Galoob’s pop- 
ular toy cars. Now, U.K.’s Codemasters—who is the 
creator of Micro Machines, the Dizzy series and the 
Game Genie line of peripherals—has gotten its own 
Sega license. The first fruit of this partnership is the 
Genesis version of Micro Machines. 





The premise and game play are very simple: You 
drive or fly through a series of racetracks—basi- 
cally equipped with steering, an accelerator, reverse 
and, in some levels, a gun—and try to beat the 
other vehicles to the finish line. Different vehicles 
are used in each race, from sports cars to speed 
boats to helicopters. What makes Micro Machines 
even sharper is the personality and ambiance that 
Codemasters has programmed in. Because Micro 
Machines are miniature vehicles, your races all take 
place in small settings, like on a breakfast table with 
cereal and orange juice spills as hazards. The pool 
table and bathtub courses are a scream. 





PRODUCT INFO W 


PRICE: $49.99 
AVAILABLE: NOW 


DIFFICULTY: EASY 

COMPANY: CODEMASTERS 
LOWER FARM HOUSE 
STONEY THORPE, 
WARWICKSHIRE CV 
UNITED KINGDOM 


PHONE: 0926-814-132 


Micro Machines also features a series of options 
for one- and two-player games. You can go against 
another person head-to-head in a selected event; 
head-to-head in a tournament series of events; 
against the computer head-to-head; or against the 
computer in a challenge match where you and four of 
the computer-controlled combatants go out on the 
run of the courses, one by one. This variety improves 
the game's durability. 








Micro Machines for the Genesis is as much 
fun to play now as it was when it first 
came out for the NES. 


As Josh Mandel wrote in his review of the NES 
version in our November 1991 issue, the game is 
topnotch entertainment. That same level of flat-out 
fun is also present in the Genesis version. What's 
disappointing is that the move from 8-bit to 16-bit 
hasn't really brought any major improvements. It 
would have been nice to see some embellishments, 
but it also might have cluttered the game's simplicity 
and elegance. 

If you never played the NES version and you own 
a Genesis, you owe it to yourself to give Micro Ma- 
chines a test-drive. 








THE LOWDOWN 


OVERALL RATING YW 


GRAPHICS 8 


Micro Machines features 
smooth animation and very 
colorful graphics, though it’s 
nothing earth-shattering. But 
the simplicity of the game 
makes it less distracting to 
your play experience. 


SOUND/MUSIC 7 


In the same vein as the 
graphics, the audio effects 
are fitting and not at all ob- 
trusive, and the tunes are as 
energetic as the action. The 
sound is a bit raspy at times, 
but it’s not a major flaw. 


PLAYABILITY 10 


As noted, the controls are 
simple; you'll probably end 
up forgetting about the man- 
ual. The only thing thatis left 
to learn is the layout of each 
racecourse, something that 
can be picked up enjoyably 
with time. Se 






Micro Machines on the NES 
didn’t win an award for nothing, 
and the Genesis version carries 
that same torch just fine. It’s an 
easy-to-play game and a real 
hit at parties—you can’t avoid 
getting a bunch of people 


crowding around the screen 
with this one. 
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Q sexy 
PRICE: $74.99 
AVAILABLE: SEPTEMBER 1993 
DIFFICULTY: EASY 


COMPANY: SUNSOFT OF AMERICA 
11165 KNOTT AVE. 


OVERALL RATING v 





A n old man in a bright white suit appears on 
screen: “You came at a good time. Use the 
time machine to go all over the world where the 
strong people are. I’m praying for a healthy battle.” 
Well, Time Machines are generally used to travel 
time and this old coots english isn’t that good but | 
trust him anyways. In World Heroes you will battle 
with Hanzo, Fuuma (both generic hero types), 
Dragon (looks like Bruce Lee), Janne (a chick), J. 
Carn (a Mongolian monster), Muscle Power (a 
cheesy wrestler rip-off of Hulk Hogan), Brocken (the 
German Terminator) and Rasputin (an annoying sor- 
cerer). If you're lucky enough to beat everyone you'll 
be pitted against GeeGus—a “liquid metal” boss 
who morphs into all the characters. Sound familiar 
72 fans? 

















NeoeGeo Differences: The most obvious differ- 
ence and probably the biggest disadvantage with the 
SNES version is the size of the characters on 
screen—/hey re smaller! Besides that there are 
some big advantages with this game as opposed to 





CYPRESS, CA 90630 
PHONE: (714) 891-4500 





the NeoGeo. SNES version advantages: Two play- 
ers can play the same character and select the back- 
ground scenery. Plus you can choose between three 
or five button configuration. Also there’s an unlim- 
ted time option and a handicap option (this comes 
in handy when you're playing with mom or dad). 
The only other major difference is that “Death 
Match” is called “Fatal Match” in the SNES game 
ut who cares? The action is the same and that’s all 
that counts! 

| personally recommend playing through on the 
Fatal Match mode as the action is much more 


ior 








The bonus round statue looks very 
relieved in this manly pose, 





Geegus is a boss worth beating—to bits as 
he explodes in the final battie! 


fierce. Watch as your opponent (or yourself if 
you're not too careful) gets blown to bits by hidden 


mines. Or you can get engulfed in flames by a wall 


of fire. You'll enjoy the electrocution and spiked 


walls as well. The sound effects for the Fatal Match © 
are also really gruesome—! could almost feel that 





bloody spike stabbing into my back during each 
battle. 
If fighting games are your favorites, this is a 
must own. 
—Chris Gore 


_ EDITORS’ RATINGS. 





GRAPHICS 9 


A wide range of moods for 
each character. It’s also a 
blast when the detailed 
backgrounds come _ into 
play—don’t get e/ectrocuted, 
fried or blown to bits! 


SOUND/MUSIC 7 


Punches sound very deadly, 
feet subtly land when jump- 
ing and individual characters 
grunt in pain. The music 
adds a lot to the action with- 
out distracting (but | would © 
not listen to it unless | was 
fighting.) 


PLAYABILITY 8 


It’s simple for novices to pick 
up and the controller re- 
sponds easily to secret 
moves. With all the pounding — 
you'll do on the buttons it’s — 
very satisfying landing that — 
all important game-winning 
punch! 




















Re 
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THE LOWDOWN 

A great translation from the 
NeoeGeo arcade version, |’d say 
that World Heroes for SNES is ac- 
tually better (and cheaper if 
you're counting quarters). With 
plenty of moves for each charac- 
ter and a /iquid morphing boss 
that’s fun to beat, this game will 
stand up to plenty of hours play 
and several sore thumbs. 
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PRICE: N/A 
AVAILABLE: NOW 
DIFFICULTY: EASY 


BOXING 


LEGENDS OF 


COMPANY: ELECTRO BRAIN CORP. 
573 £. 300 SOUTH ST. 
SALT LAKE CITY, UT 84102 
PHONE: (801) 531-1867 





et’s get ready to rrrum- HAGLER 

bille! Boxing Legends of 
the Ring, designed by Sculp- 
tured Software for Electro 
Brain, is the latest boxing 
game available for both the 
Genesis and SNES. While 
previous pugilistic carts have 
focused on a single “name” 
boxer, Legends features eight 
of history's most famous box- 
ers ever to grace the pages of 
The Ring magazine. 

You can fight an exhibition 
match as one of the legends, 
create a boxer in Career mode 
or enter a single-elimination 
“Battle of the Legends” tour- 
nament with up to seven of 
your friends. When creating a 
boxer, you can choose from 
Street, Olympic or Military 
backgrounds—this will deter- 
mine his Punching Power, 
Stamina and Chin ratings. 
You can then customize his 
abilities based on the training 
programs you select. 


LEONARD ae 


wide open to an attacking op- 
ponent. Stamina meters show 
how tired the fighters are, and 
small pictures of the boxers’ 
faces indicate the beating 
they're taking. 

Since the game features 
great three-dimensional loo 
its disappointing that you can 
only move your fighter left and 
right in the ring. What's the 
point of pitting Sugar Ray 
Leonard against Roberto 
Duran if you can’t utilize 
Leonard’s speed and dance 
around the ring? Quickness of 
hands and feet are important 
differentiating factors between 
fighters that this game ignores 
completely. 

Both versions of the game 
look and play nearly identi- 
cally, with only slightly sharper 
graphics on the SNES due to 
its larger color palette. Worst 
Difference Between Versions: 
The near-total lack of blood on 
the SNES. The Genesis version 
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DURAN 
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The game play is typical of 
most boxing carts: You can 


throw jabs, hooks and 


uppercuts, 
punches and 


block 
clinch 











features a shower of blood 
when a fighter is knocked 


down, and the facial “damage” meters 
show oozing cuts along with the 
Swelling and bruises. 







when you need a rest. 
Each boxer has also 


While Boxing Legends of the Ring 
falls short of being a true boxing sim- 
ulation, fight fans will enjoy reenact- 
ing classic matchups and creating 
“what if?” bouts, like Jake LaMotta 
vs. Marvin Hagler. 

—Jeffrey Tschiltsch 


Players can 
choose to 
fight from far 
or near 
perspectives, 
or alternate 
between 
rounds. 





OVERALL RATING ¥ 





Not a lot of variety, but 
what’s there is good. The 
SNES’s additional colors 
yield slightly better-looking 
fighters, but the Genesis’ 
bloody knockdowns even the 
score. 


While the music on both sys- 
tems is virtually identical, 
the SNES’s superior sound 
chip yields more realistic 
sound effects. 


THE LOWDOWN 


While it doesn’t break any new 
ground, Legends is a solid game 
on either platform and worth a 
look if you don’t already have a 
boxing cart. 
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PRICE: $259.95 
AVAILABLE: NOW 
DIFFICULTY: MEDIUM 
COMPANY: SNIK HOME ENTERTAIN. INC 
20603 EARL ST. 
TORRANCE, CA 90503 
PHONE: (310) 371-8555 
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hat’s that? Why get excited about this 

seeming repetition in Neo®Geo’s 
repertoire of head-to-head, slice & dice 
fisticuff games? Aside from the fact that this 
may be SNK’s bloodiest effort yet, there are a 
multitude of subtle differences between 
Shodown and its video cousins that make this 
a fresh and exciting play. 

To begin with, Samurai Shodown has all of 
its characters using nasty, sharp blades that 
will mash your opponents up faster than veg- 
etable matter in a Ginsu commercial. This is 
basically new for the NeoeGeo, be- 
cause only a few of the characters (if 
any) have had weapons of this sort 
in the past. But if cutting your foes 
to ribbons isn’t pleasure enough, 
then you may find solace in employ- 
ing the use of animals for your fren- j 
zied attacks. Shodown uses beasts 
exactly as ie were intended—to 


CALLS ME FREAK AND LIVES! 
i hints BOT Wy RIFE. THAN SR 











Samurai Shodown has an 
addictive quality that will 
keep you playing until 
your fingers are raw! 


rip enemies into tiny pieces. A 
pet wolf and hawk are friend-fa- 
miliar to two characters (Gal- 
ford and Nakoruru) and can 
strike out on command. 

New characters, which bear 
some resemblance to ae 
fight character types (¢.g., 
fat guy fighter, the ca 
spiky-haired Caucasian, etc.), 
have some amazing new fea- 
tures, the most notable of 
which is a behemoth aptly 
named Earthquake who will 
grab his comparatively tiny 
enemy, hold him in direct con- 
tact with his mammoth but- 
tocks and let go what appears 
to be a giant (if not lethal) 
“fart” cloud. It has to be seen 
to be believed! 

The only problems with Shodown are some 
confusing and seemingly useless elements to the 
game. Occasionally, two characters will cross 
swords in a strength battle that is settled by press- 
ing the A button repeatedly. But after a few tests, | 
found that the outcome of this swordplay tug-of- 
war is completely random no matter how fast you 
push the damn button! Also, there is an “anger” 
meter at the bottom of the screen that is equally in- 
effective and, as far as | can tell, worthless to the 
outcome of the battle. 














—Kevin Burke 


GRAPHICS 8 


The various backgrounds are very 
cool, ranging from a regal, Ver- 
sailles-like French palace to a Pi- 
rates of the Caribbean-esque 
dock scene. All of the landscapes 
have well-detailed moving im- 
ages, such as the ebb and flow of 
an ocean and cloud movement in 
a darkened sky. Pay special at- 
tention to the home scenes of 
Kyoshiro Senyro. 


SOUND/MUSIC 7 


Even though it is the weakest el- 
ement of the game, the music is 
generally pretty good. And there 
is some entertainment in assign- 
ing English equivalents to the 
Japanese phrases that are ut- 
tered throughout the game. The 
new lines you will derive may 
not carry any significance, but 
can be very fun to say. 


PLAYABILITY 8 


Most of the character move- 
ments are fluid and easily con- 
trollable, but many of the secret 
moves are not only secret but 
difficult to master. Also, there 
are infrequent, frustrating — 
glitches and breaks in the other- — 
wise excellent animation that — 
make hitting your foe with accu- — 
Tacy a problem. 

























DITORS' RATINGS 


THE LOWDOWN 
Aside from minor problems, 
Samurai Shodown is a great 
game that is challenging enough 
to keep any player busy fighting 
the computer or another person 
for many hours, and is well worth 
the 200 (or so) bucks you'll be re- 
quired to part with to own it 








our name is Bomberman. You like to drop 

bombs, grab power-ups and blow stuff up in 
two modes of play: Normal Mode and Battle Mode. In 
either mode, you roam a playfield covered with walls. 
You can't blow up some walls (boo!), but you can 
blow up others (yay!). 

In the Normal Mode, you (and another Bomber- 
man in two-player mode) have to play through 48 
levels and ultimately defeat 
Mr. Karat and Dr. Mukk. 
(With names like that, they 
deserve to be blown up.) In 
each level, you blow up 
all of the monsters and 
robots, then find the exit 
to the next level. 

In the Battle Mode, 
you and up to three 
other Bombermen do 
battle In one of 12 
uniquely dangerous 
zones. In the Bomb 
Zone, for example, 
bombs drop at you from 
above: in the Tunnel 
Zone, there are hollow 
tubes on the playfield. 
Don't have any friends? 
You can play against 
SNES-con- 
trolled 
Bombermen 

at one of ten 
different 
Skill levels. 
—Zach 
Meston 


Blow your 
opponents to little 
bits and feel good 

about it! 
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PRICE: $69.95 


AVAILABLE: NOW 
DIFFICULTY: MEDIUM 
COMPANY: HUDSON SOFT USA 
400 OYSTER POINT BLVD, SUITE 515 
SOUTH SAN FRANCISCO, CA, 94080 
PHONE: (415) 871-8895 


POWER-UPS 
=; Bomb Pass: Lets you walk through bombs. 
Can't be used with the Boot. 


eA *} Boot: Lets you kick bombs. 


| Boxing Glove: Lets you punch bombs over walls— 
even off one side of the screen and onto the other. 
Clock: Gives you more time to complete a level in the 


£ i Normal Mode, 


fied Fireface: Makes your bombs’ explosions 
Se) a bit longer. 


Food: Worth bonus points or 1-ups. 




























Bomb: Gives you another bomb to drop 
(up toa maximum of 10). 


Heart: Lets you blow up your bombs by 
pressing B. 

Red Bomb: Makes your bombs blow 
through everything except walls. 

Roller Skate: Makes you move faster. 


| Wall Pass: Lets you walk through walls, 
just like Patrick Swayze in Ghost. Spooky! 

Yellow Fireface: Makes your bombs’ ex- 
plosions really, really long. Really. 
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The “Draw Game” graphic 
bites, but everything else is 
very colorfully drawn. The 
spotlight effect in the Light 
Zone is particularly im- 
pressive. 


Decent sound effects, but 
what's with the ten-second- 




























long music track that you 
can’t turn : 
insanity! — 


THE LOWDOWN 

| gotta wonder why Hudson 
couldn't squeeze in a fifth 
player, but no big whoop. Super 
Bomberman Party Pak will have 


you laughing and swearing at 
your “friends” as they blow you 
to bits. A good game for one or 
two players; an awesome game 
for three or four. 
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| PRICE: N/A 
AVAILABLE: NOW 


goede 
DIFFICULTY: EASY 
i) AY ve f re COMPANY: DATA EAST 
2 | P 1850 ORCHARD ST. 
ay i) ) a SAN JOSE, CA 95125 
PHONE: (408) 286-7080 


here's nothing that will start a fight faster than 


two cowboys after the same girl—Will and 7 

Rick are no different. They were the greatest of Dashine Ue onerannesica 
friends until Jenny walked into their lives. They can't tures colorful graphics and 
decide who will accompany her on the trip around lini good animation. The split- 
the world that her dad’s sending her on. Now Rick Bins “ood300 rel ee Onna screen treatment, as seen in 
and Will are the Dashin’ Desperadoes, fighting fF : bf previous games like, Spy vs. 
around the globe for Jenny's heart. Spy, is a comfortable way to 

You'll take these dudes—either you against the have each player follow his 
computer or head-to-head with another progress in a head-to-head 
player—through different parts of the world, in a contest. 
race to get to Jenny first. Some 


Stages involve finding a trinket, 
like a necklace or present at the 
end of a run, then backtracking to 
the beginning to give it to Jenny. 
There are six worlds total, each of- jigs Se 
fering three levels that you have to FR. ae Bas awe BiH PANG SS a 
race through. ae i hl), ba ited hrc US} Wel Put) Wb St WaPHS| WE! 
Aside from your sheer foot Mm : = ab i i 
power, there are 
various items 
that you can use 
to slow the other 
player down, 
such as bombs, 
fire, a freeze 
weapon and 
others. As well, 
there are bonus items that help you on your trek, 
like shoes that let you run faster and invisibility 
icons to keep you out of your opponent's view. Of 
course, there are natural 
obstacles—like fire hydrants, nasty 
dogs and sharks—and other enemies 
to avoid, too. 






























The music isn’t that bad, but 
Data East pushed too hard to 








—Andy Eddy 


CUO (ei ; EF Tow Eovrnenes t SEI a 
Go1600 NS lsteleteiepa THE LOWDOWN 
arR3 it |. As noted before, the concept isn’t 
bad, but! didn’t find much that re- 
ally kept me wanting to play it. 
And the frustration factor created 
by the imprecise controls makes 
it that much worse. 


Data East’s Dashin’ Desperadoes suffers mostly from a 
poor control mechanism. 


OCTOBER “93 
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’m beginning to woe the day that Double Dragon 
became a best-seller. Since that time, video- GRAPHICS 7 | 

game companies have released one knockoff clone an 

after another. Take Capco m’s new Mighty Final Fight, Meee our ty ; 

for example, a basic fistathon in which you must are detallediandiwellcrens 

beat the spit out of the usual gang of punks, dered. The character anima- 

greasers, ninjas, muscle men and bad babes. It tions, too, are convincing 

looks like even Capcom, a company once known for and detailed. However, 

high quality, has resorted to turning out cookie-cut- Mighty Final Fight features 

ter contests for a quickly dying 8-bit market. few special effects. 
SOUND/MUSIC 6 
The music is spirited and 
suited to the action, with that 
trademark Capcom sound. 
You won’t want to run out 
and buy the soundtrack 
album, though. Sound ef- 
fects include only the usual — 
thumps and bumps. 

ee ee PLAYABILITY 5 
HERE. HAVE A DRINK. 


Although the game’s controls are 
quick to respond and your on- 
screen character’s moves are con- 
Vincing, there just isn’t enough ~ 
meat here to keep you coming 
back for another bite. Having to 
continually repeat the same few 
levels ad nauseam guarantees a 
boring time for all but the most 
hardened fighting-game fans. 


EDITORS’ RATINGS _ 
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In your quest to rescue Jennifer, you'll bat- 
tle through five locations. 








It’s bad enough that Mighty 
Final Fight is a game wholly lacking 
in depth, but it also relies upon th 
most clichéd plot device in exis 
tence: Your task is to rescue yet an 
' other kidnapped female. In a wor 
bursting with crime, you'd think 
video-game company could devis 
a more exciting goal—somethin punch, punch and punch some more, aS faite 
that hasn't already been done more often than it well as repeat the same dreary levels again and again. 
rains in Seattle. —Clayton Walnum 


Still, if you like this sort of thing, you 
might get a few grins out of Mighty Fina ( Sit mk 
A 4 . you absolutely must have every 
Fight. Although the game play ° fight game that comes down the 
monotonous, at least you can choose pike, you might want to give 
your on-screen counterpart from three dif- Mighty Final Fight a try. But, due 
ferent characters, including the punk ki to a clichéd plot, limited game 
Cody, the ninja expert Guy and a muscle- /imeseeMeali OAL TAU 


; tion of levels, most will hope that 
bound wrestler named Haggar. But plan Might Final Fight truly is the final 


THE LOWDOWN 
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Whatever happened to Jeff Nauman and Brian 
Colin, the talented twosome who created Rampage, 
Xenophobe and other memorable Bally/Midway 
arcade games? After the 
release of Pigskin 621 A.D., 
they formed their own 
development house (Game 
Refuge Inc.) and they've been 
busy with their first game 
created exclusively for the 
home. The result, the aptly titled General Chaos, is a 
textbook example of their clearly identifiable style: 
Steel-jawed heroes, gritty detail and lots of little 
characters scurrying around the screen, with “in 
jokes” that hint at influences such as comic artists 
Jack Kirby and John Severin, pop culture icon G.I. Joe 


Vert) (lor! {feet} (let) (feet 
ASSAULT: TEAM: 
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PRICE: $49.95 
AVAILABLE: NOW 
DIFFICULTY: MODERATE 
COMPANY: ELECTRONIC ARTS 
1450 FASHION ISLAND BLVD. 
SAN MATEO, CA 94404-2064 
PHONE: (800) 245-4525 


actions of five kill-crazy yahoos. 

General Chaos is also compatible with EA's new 
four-player adapter for the Genesis. While adding 
players essentially eliminates the 
game's strategy elements, the resultant 
free-for-all is always a blast. 

—Chris Bieniek 


Dr cus CORNET OR ee owen 


OVERALL RATING 


While the art in general is 
well-done, Brian Colin’s 
unique character design and 
animation are what really 
make the game shine. Even 
the text font is unmistakably 
his own. 


| would have preferred more 
variety in the militaristic mu- 
sical themes, but the stereo- 


phonic weapon sounds and 
thunderous explosions make 
up for it. 


and a little bit of the Three Stooges thrown in for good 
measure. 

While there is quite a bit of action—obligatory 
hand-to-hand combat sequences, even—General 
Chaos \s essentially a strategy game. As the title 
character, you command a unit of two to five men as 
they take to the battlefield and blow the bejesus out of 
anything that moves. The only thing that’s moving, of 
course, are the forces of your archenemy, General 
Havoc of Viceria, though you'll occasionally give your 
troops special objectives (take out the enemy's water 
supply, protect a helicopter, etc.) or have them retrieve 
different types of “plunder.” You tell them where to 
stand and when to shoot, and you'll also have to send 
a medic after any of them who have been cut down by 
enemy fire. 

With five different types of soldiers—carrying 
machine guns, grenades, flamethrowers, bazookas 
and dynamite—and two-man “commando” squads, 
there are a lot of different ways to approach the game's 
51 possible battlefields. Obviously, it's not your typical 
Strategy game; to a casual onlooker, it would appear 
that you are, in fact, simultaneously controlling the 

Sometimes an enemy will produce a 


weapon during the hand-to-hand “close 
combat” scenes, so watch out! 





The four-player “commando” 
_ mode is great, but it takes a 



























THE LOWDOWN 

It isn’t often that you come across a 
strategy game with such blue-col- 
lar sensibilities—not to mention a 
down-to-earth sense of humor. 
With its four-player option and “ex- 
clusive to the Genesis (for the time 
being)” status, General Chaos is 
strongly recommended. 
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ou know that nauseating feeling you get when 

you look at your 20-foot shelf of games and 
don't know what you want to play? That's when you 
probably need Zombies Ate My Neighbors (ZAMN). 
It's as relentlessly paranoid as Gauntlet or Robotron, 
funnier and more offbeat than JoeJam & Earl and at 
least as much fun for two as it is for one. 
The game's based on all those xenophobic 
movies of the '50s, where cities were invaded by 
alien, zombie or vegetable-matter look-alikes. In 
ZAMN, barrels of toxic sludge have ruptured all over 
the neighborhood (coinciding with an invasion from 
cheerleader-hungry Martians), and it’s suddenly 
overrun by a limitless tide of blobs, mutant babies, 
ax-wielding toy dolls, reanimated corpses and every 
variely of supernatural movie monster that was ever 
devised. 

As one or both of two 
intrepid kids, Zeke and 
Julie, you zip around in 
search of the helpless 
victims awaiting rescue 
on each level. Each level 
is some typical '50s-era 
suburban location, like 





fap) 





the football field or the haunted house or the pyra- 
mid. (Okay, so we're stretching the definition of 
“typical” juuuuust a bit.) The levels are maze-like 
with locked doors and secret passages. Often, find- 
ing your way to the victims will require puzzle-solv- 
ing skills, and you're up against time, since the in- 
vaders are also in pursuit of the neighbors as well 
as YOU. 

ZAMN raises mayhem to an art form. When you 
want to mow down a yardful of pod people, nothing 
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Swim through toxic waste to save tourists, 
babies, schoolteachers and other 
nuisances! The world won’t be safe until 
you lick the evil Dr. Tongue in the final act! 


does the job better than a weed-whacker; fire extin- 
guishers are the weapon of choice for blobs (as you 
might remember if you've seen Steve McQueen in 
The Blob); and well-aimed silverware is dynamite 
against werewolves. There are more than 20 kinds 
of weapons and special items, many of which tie 
into specific horror films. 

—Josh Mandel 












The animation’s limited, but 
it’s got great humor and style, 
and there’s new stuff to be 
seen on every level. Lots of 
special effects using sprites 
that are nearly full-screen, and 
they move quickly, too. No 
slowdowns and plenty of 
smooth scrolling. A topnotch 
graphic effort. 


Excellent. Lots of digitized 
wails, groans, screams and 
things going bump in the night. 
Every level has its own eerie 
theme music, with the tradi- 
tional musical saw trembling 
ominously in the background. 
Warning: Small children may 
actually be frightened just 
listening to the soundtrack! 


you rarely get bogged dol 


long. The pone 


THE LOWDOWN 


One of the best of its genre; in 
fact, one of the best of several 
genres. There’s constant variety 
in the backgrounds, the enemies, 
the weapons, the music and the 
puzzles, which makes the game 
play utterly addictive. Then again, 
LucasArts was the developer of 
ZAMN, so the high quality 
shouldn’t be a surprise. 
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PRODUCT INFOW 


PRICE: NA 
AVAILABLE: 
DIFFICULTY 
COMPANY: 


NOW 
>: HARD 

TRADEWEST 

2400 $. HIGHWAY 75 
CORSICANA, TX 75110 


PHONE: (903) 874-2683 


Pp» is a friendly creature. He spends his days 
tending to his colorful kingdom, Akrillic, and 
watching his flags flap in the wind. However, one 
day the flags didn't 
fly and the evil fleas 
moved in to infiltrate 
Akrillic. Can Plok 
take out the trash 
and recover his pen- 
nants to their right- 
ful home? It’s all up 
to you. 

Tradewest is well known for 
creating new games, as the 
award-winning Battletoads 
demonstrates. This new ven- 
ture, Plok, is a standard 
scroller in design—you take 
Plok on a walking journey, fight 
various enemies and pick up 
bonus items and power-up 
icons, for exam- 
ple—but it’s got 
enough new features 
to feel fresh and very 
dynamic. 

As you take Plok 
through his paces, 
you have to take out a 
aS Many eNeMieS aS |lecnmmentn 
you can. While other games 
give the hero a gun or some 
other weapon, Plok is unique: 


bouncing 





DOOR 


elie] YOU. You 
“Normal” 


benefit fro 


tedious, b 














Plok! is an irreverent 
game that is reminiscent 
of Capcom’s Mega Man 
series. 













Play” diffi 


He uses 
limbs. Hit 
fire 


torso until all four of his limbs 


turn, a comical effect to say the least. As the 
game goes on, his trek becomes more diffi- 
cult, with more adversaries and obstacles 


thrown in his path. Also, while 


his 
the 


button 
once and he'll 
throw an arm, 
which soon 
boomerangs 
back. Fire rapidly and Plok will be just a 





re- 


the 


beginning levels are linear, some of 
the later levels are circular or force 
you to do things in a certain order 


to find the flag-pole goal and m 
mize your damage. 

If there's 
say about Plok, it’s that it looks 





ini- 


anything negative to 


too 


much like a kiddie game, but don’t 





let the bright colors and smooth edges fool 


can put the game on the “Chi 
culty, yet it's hardly easy; and 
setting is much tougher. 


One more minor complaint: Plok co 





ut | wouldn't call it a terminal flaw. 


d's 
the 





uld 


m a password system, because when 
the power is shut off, you'll have to start all 
over again. Some players might find this a bit 


Once you get beyond the flashy 


color and goofy story, you're in 


for 


some laughs and a serious chal- 
lenge, much like Capcom's Mega 
Man games. Simply put, Plok is 


just plain fun. 


—Andy Eddy 


OVERALL RATING Y 


GRAPHICS 


The graphics are up to high 
standards, featuring a wealth 
of smoothly animated charac- 
ters and scenery. For in- 
stance, in certain levels, you 
have to shoot at targets so 
new platforms will appear. 
The game is every bit as well 
designed and intricate as a 
Super Mario World. 


SOUND/MUSIC 


When you turn on the game, the 
first thing you notice, especially if 
you have your SNES hooked up to a 
stereo, is the professional treat- 
ment on the music: Plok grabs his 
harmonica and joins the rhythm 
section for some heavy boppin’. 
The whole game is woven with 
some great music featuring hot gui- 
tar licks and bouncy bass, some of 
the best ever heard on the SNES. 


PLAYABILITY 


For the most part, Plok is a — 
game that you can pick up © 
the control pad and play right | 
off. You have two different — 
types of jumping ability and 
one method of firing. Very — 
simple. 







EDITORS’ RATINGS 


THE LOWDOWN 

Plok is a game that takes the 
standard scroll-boss format and 
gives it some cool new twists. It 
Offers difficulty for hard-core 
gamers, color for those into the 


visuals and kick-butt sound for 
audiophiles. Has Tradewest cre- 
ated a “cute” version of the Bat- 
tletoads? You bet! 
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PRODUCTS ARE COOL! 


For a free catalog of our products send $1.00 for postage to: Innovation - P.O. Box 360, Old Saybrook, CT 06475 
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Game Wizard Solar Charger The Battery Pak Light Master The Case 
Similar to Game Genie, only you Solar powered rechargeable Rechargeable battery pack and Sophisticated, compact Protective ‘play while you carry’ 
can program your own codes! battery pack for Game Boy. amplified speaker for Game Boy. Light/ Magnifier for Game Boy. case for Game Boy. 


Game Cizard 


£54 tise OR Garr Seem 





Master View Yo) Tak C1=1-18 Master Link Game Wizard ce) '(=) mk C1-¥- 1g 


Screen magnifier for Game Gear. Solar powered rechargeable Connects a Sega controller toGame Gear Like Game Genie and Pro Action Rechargeable battery pack & stereo 
Works with TV Tuner & other accs. battery pack for Game Gear. for 2 player simultaneous game play. Replay, only better! pee speakers for Game Gear. 








ame Gear ForGame Boy For Game Boy 
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ga Enterprises, Ltd. Game Boy, Nintendo Entertainment System, NES, SNES, Nintendo, and Super Nintendo are tradeniarks of Nintendo Of America. Atari, & Lynx are trademarks of Atari 


ration. Game Genie is a trademark of Lewis Galoob toys, Inc. Innovation products are not designed manufactured, sponsored, or endorsed by any of the above companies. Photos by Daniel M. Studio, Westbrook, CT. 
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5 Cave Dude Dooley The Dinosaur Street Hero Street Battle Audio Gear & FM Tuner 
LE Club your way through 24 levels Join Dooley, the cool dinosaur, Action / Fighting game. The 1st simultaneous 2 player fighting Turns Game Gear into a portable 
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Mn The Pad The Pad Plus Super Pad & Remote Game Wizard The Super Stick 
Programable Auto/Rapid fire & New 6-button control pad with The ultimate remote control pad Like Game Genie & Pro Action Rapid fire joystick for Genesis & 
slow motion, with LED display. Auto/Rapid fire & slow-motion. with rapid fire and 40 foot range! Replay, but it works better! TurboDuo. Remote control optional. 
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=} The Pad Super Pad & Remote The Stick? The Contender Game Wizard 
mM Auto/Rapid fire control pad with The ultimate remote control pad —_—The only joystick that works on SNES The only control pad with all6 but- Similar to Game Genie, only you 
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= 6 foot controller extension cable. Pa ideo cable for original Turns a 3 ES or Genesis con- 24 levels of wacky adventure! 5 Meg Action/Fighting game! 
_ Available for SNES and Genesis. Genesis systems. troller into a programable one. For Nintendo Entertainment System For Nintendo Entertainment System 





Genesis, and Game Gear are trademarks of Se: 
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CIRCLE #112 ON READER SERVICE CARD. 
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PENN 


ESE OUTRUN THE 
WITH OPTIC BEAMS! LIGHTNING STORM! LETHAL DOOMBALL! . 


a: | mar <i 


YOU'RE IN FOR A 
SHOCK, WEBSLINGER! 





STOP JUGGERNAUT’S 
RAMPAGE 
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X-ACT YOUR REVENGE! 


X-MEN" X-GITEMENT X-PLODES WHEN 
YOU TEAM UP WITH SPIDER-MAN" FOR 
THE FIRST TIME EVER 
IN ARCADE'S REVENGE! 





GAMBIT™ 





ALSO LOOK FOR INVASION OF 
THE SPIDER SLAYERS ON GAME BOY®! 








epee We FINING= & Ve 
SERB Bene ce oe =e feo) <Se! J om ®@ 


Spider Man®, X-Men™ and all other Marvel Characters and the distinctive likenesses thereof are trademarks of Marvel Entertainment Group, Inc., and are used with permission. ©1993 Marvel Entertainment Group, Inc. 
All rights reserved. Flying Edge™ is a division of Acclaim Entertainment, Inc. TM & © 1993 Acclaim Entertainment, Inc, All rights reserved. LUN is a registered trademark of LUN, Ltd. © 1993 LUN, Ltd. All rights reserved. 


CIRCLE #103 ON READER SERVICE CARD. 


PRODUCT INFO ¥ OVERALL RATING Y 


3 C4 NA 
AVAILABLE: SEPTEMBER 
DIFFICULTY: VARIABLE 
COMPANY: ACCLAIM ENTERTAINMENT 
71 AUDREY AVE. 
OYSTER BAY, NY 11771 
PHONE: (516) 624-8888 





0 cut through all 

of the hype that 
has surrounded this 
fighting game since it 
appeared in arcades 
last year: Nobody re- 
ally expects these 8- 
bit versions of Mortal 
Kombat to come close 
to reproducing the 
graphic splendor of 
Midway's beat-'em-up 
sensation. Probe Soft- 


digitized speech and the “secret character” 
Reptile have been removed. Additionally, 7 
both games are missing one of the main 
characters and several of the background 
scenes. The Game Boy version does not in evidence. Fight against 
include Johnny Cage and features three the same character, though, 
backgrounds (The Courtyard, The Pit and and your “twin” opponent 
Goro’s Lair), while the Game Gear leaves looks like a strange phan- 
out Kano and includes just two back- tom. 
grounds (The Pit and Goro’ Lair). 

The control scheme of both games 
has also been compromised; not surpris- 7 
ingly, since both machines have just two 


ware Ltd.—the U.K.- action buttons. There are no “high” or Heo see tale ee 
“low” punches, just one punch and one y 


based eee. a re stereo separation, but the 
previous Arena titles ick—but you can still do uppercuts, — sgunds of fists and feet 


like 72; The Arcade t bua) roundhouse kicks and sweep kicks by i F 
Game and Alien? for a Rete ea go holding the control pad in a particular di- ee oe 
the Genesis—must rection while pressing an action button. 
have been pulling out The START button is used to block on 
its hair at the prospect 
of crunching the coin- 
op code down to a 
16-megabit Genesis 
cartridge, so is it fair 
to expect the portable 
editions (also devel- 
oped by Probe) to a : ‘a PRES 
even come close? sp oda opis a onan om ti STA 
A look at the Game 
Boy Mortal Kombat 
will Cause many a gamer to breathe a sigh of relief, 
Fearlessly stripping the game down to its bare- 
bones essential elements, it's a decent-looking, 
playable fighting game that’s “not bad...for the 
Game Boy.” (Remember that quote; you're going to 
be hearing it a lot when the game is released.) 
my she Game Gear Mortal Kombat, on the other 
hand, is a stunning achievement. Though it, too, 
~ has been streamlined, the “edits” aren't nearly as 
obvious as the shortcuts taken by the Game Boy 
version. The Game Gear edition takes full advantage CUCL iG ESTA RIGEE enn a 
of the machine's expanded color palette to depict Men Donen rem black Aownlte, tne 
surprisingly vivid graphics, and somehow delivers Same Boy Mortal Kombat has no blood. iT Be tes ove oe 
' characters that are absolutely huge (relative to the the Game Gear, while pressing A and B simultane- | eae on Bis Goikct, youd pra banty 


A healthy amount of charac- 
ter and background detail is 






































CRE DATS 


Response alternates he- 
tween slow and smooth. It 
takes a long time to get used 
to the quirks of the con 
scheme—and_ ho 
perform speci 































THE LOWDOWN 

Acclaim has a captive audience for 
the Game Boy version of Mortal 
Kombat: If you’re so fanatical about 





size of the screen). What's more, it's fast—I dare say _ously gets you the block on the Game Boy. | buy it no matter what any critic 
the action is faster than in either of the 16-bit ver- __{ don't want to give the impression that the Game | Siepetion that thaatuly== 
sions! Boy version of Mortal Kombat is not fun to play. On RCCNM NCR UCEIicest Om ueT ais 










Both games are missing several things: The block- the contrary, if you've grown accustomed to the |fiPaMalhtelias alias 
“Test Your Might’ bonus rounds, all of the “green screen” and—more importantly—you don't 





"Though it features on two 
backgrounds, the Game Gear Mortal 
Kombat has blood ‘’n guts galore! 


own any other game system, portable or oth- 
erwise, you should be satisfied with it. The 
Nintendo-required “clean” finishing moves are 
somewhat disappointing, and certain special 
attacks have been slightly modified so that 
they can be shown on the screen with 
“frames” of animation that have been bor- 
rowed from other moves. But, overall, it’s 
good enough for those who understand what 
the Game Boy is capable of. 

The biggest problem with the Game Boy 
Mortal Kombat is the slowdown in certain 
moves, particularly any character's uppercut. If 
you're playing in the two-player Game Link 
mode and you see your opponent crouch 
down and start to swing, you can practically 
put the Game Boy down and head to the 
kitchen for a peanut butter-and-banana sand- 
wich. Finish the last bite, and you'll be back in 
time to take it on the chin. 

Regarding the shortcomings of the Game 
Gear version...well, there aren't any major 
ones, unless you're bothered by a bit of flicker. 
This only happens when one of the characters 
performs an attack that spreads his or her body 
horizontally across the screen, most notably 
Rayden's “Superman” attack. The music and 
sound effects are tolerable—not squawky and 
trebly like most Game Gear soundtracks—and, 
as we explained in our last issue, it has all of 
the original gory fatality moves intact! 

Considering the limitations of both sys- 
tems, !'d argue that the portable editions of 
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AVAILABLE: SEPTEMBER 
DIFFICULTY: VARIABLE 
COMPANY: ARENA ENTERTAINMENT 
71 AUDREY AVE. 
OYSTER BAY, NY 11771 
PHONE: (516) 624-8888 
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Mortal Kombat succeed on different levels. The 
Game Boy version is competent, with enough of the 
personality of the arcade game to make it appealing 
to fans of the game, and the surprising effectiveness 
of the Game Gear version is enough to send a shock 
wave through the industry. | can’t wait to see what 
Probe is doing with Mortal Kombat for the Sega CD! 

—Chris Bieniek 





OVERALL RATING W 


Great-looking, faithful in- 
terpretations of the popular 
characters and settings—not 
to mention the vivid fatalities 
in “Arcade Mode,” which are 
rendered pixel by bloodred 
pixel. 


No stereo separation (sigh), 
but evocative tunes nonethe- 
less. The sound effects carry 
a lot more weight when you 
listen with a good pair of 
headphones. 


Control response is almost 
too sensitive—at times it’s 


' hare to helieve that a suc- 






[ cut or special 





a Atack va actually triggered 


by your own input. The fight- 
ers stay in the air far too 
long during jumps, though. 


THE LOWDOWN 


Considering the speed and charac- 
ter size, some gamers may regard 
this as the definitive home version 
of Mortal Kombat. I’d disagree— 
there’s just too much of the origi- 
nal that’s been left on the cutting- 
room floor—but it’s still incredibly 
good, a truly memorable Game 
Gear beat-’em-up that comes close 
to the limits of what the hardware 


can do. 








engen has really flexed its international mus- 

cle with the release of fengen World Cup:Soc- 

cer. Developed by Sims in Japan (where it was re- 
leased as Kick & Rush in May), the game's rights 
were Snapped up by Tengen, which then shipped the 
code to its U.K. offices for evaluation by a real 
bunch of soccer fanatics. 
| haven't been this excited about an 8-bit sports 
title since the first time | saw Konami's Blades of 
Stee! on the NES. Indeed, Jengen World Cup Soc- 
cer duplicates the realistic graphics and high- 
speed action of that classic hockey cart and ex- 
pands its appeal by adding a huge array of 
configuration options. Here’s a partial list of the 
game's features: two levels of difficulty, adjustable 





























Don’t miss the two-player mode in Tengen 
World Cup Soccer, it’s great fun for sports 
fans and gamers on the go. 
ame length, 24 in 
niform ( 













PRODUCT INFO V 


PRICE: $N.A. 


AVAILABLE: NOW 
DIFFICULTY: MODERATE 
COMPANY: TENGEN INC. 
675 SYCAMORE DRIVE 
MILPITAS, CA 95035 
PHONE: 408-473-9400 











As in the majority of the sports video games of 
the ‘90s, the computer opponent is no pushover, 
even at the easier difficulty setting—but it is fairly 
easy to defeat the first two or three opponents in the 
World Cup tournament mode. 

Combining the best of both worlds from a de- 
sign standpoint, Jengen World Cup Soccer delivers 
audiovisual flash (all too rare on the Game Gear) 
and backs it up with the game play and integrity of 


_ the meatiest sports simulations. ..even some of the 


16-bit ones. 
— Chris Bieniek 


OVERALL RATING VY 
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There’s something about the 
color green that really makes 
the players pop off the 
screen. It looks almost three- 
dimensional, with clearly 
distinguishable characters 
and razor-sharp detail. 


Lots of stereo music and de- 
cent sound effects that use 
the hardware more creatively 
than 90% of the existing 
Game Gear library. A few 
slower tunes might have bal- 
anced out the frantic ones, 
though. 


Smooth, responsive and totally 
instinctive to learn. | had en- 
joyed the game for hours be- 
fore | even /ooked at the in- 
struction manual. 






THE LOWDOWN 
Tengen World Cup Soccer is a 
killer cartridge that shouldn't dis- 
appoint anyone, even those who 
aren’t fans of sports games. More 
importantly, | can’t remember any 
sports title in the three-year his- 
tory of the Game Gear that scored 
such high marks in every cate- 


gory. A real winner. 

































Oo Id video games never die—and ff 
the good ones don't fade away, 


either, they just reappear on different i 


platforms while their sequels aim for a 
fraction of the original game's success. 
Having licensed the rights to the Tech- 
nos original from Tradewest, Telegames 
has delivered an eye-opening Lynx ver- 

sion of Double Dragon. 


Anyone who lived through the video i 


game renaissance of the late ’80s is sure 


to get a kick out of this cartridge. It really ty te 
captures the excitement of Tradewess —— 
NES version of Double Dragon, one of the gs 


first true blockbusters of the “second 
wave’ of video-game hysteria. Remember 
Abobo bursting out of the wall in the first 
stage? Or how about climbing the chain- 
link fence in Stage Two? Then there were 
those tricky jumps over the broken bridge 
sections in the third level...and it's all here. 

With the jumbo-sized characters tak- 





| DIFFICULTY: MODERATE 

| COMPANY: TELEGAMES, INC. 

222 W. FIRST $T./BOX 901 
LANCASTER, TX 75146 

PHONE: (214) 227-7694 





OVERALL RATING ¥ 























GRAPHICS 


Colorful, detailed, attractive and 
functional; what more could you 
ask for? | can think of one thing: 
How about resizing the propor- 
tions of the character data to 
consider pixel size, aspect ratio, 
etc.? Everybody’s so tall and 
skinny... 


SOUND/MUSIC 


The sound effects are relatively 
drab and the music’s lone drum 





ae A 
<! Fs. 


ght: HE 
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sound resembles nothing more 
than the sound of a car door 
slamming. But—and this is im- 
portant—the musical themes 
have been faithfully reproduced 
from the truly memorable sound- 
track of the coin-op original, so 
the favorable number rating is 
more a result of the composition 


ing up most of the screen, obviously very than of the performance. 
little of your surroundings are visible at 
any given time. That being the case, it § PLAYABILITY 





seems like you're constantly questioning E 



















The use of pad and button com- 
binations to trigger jumps and 


the width and length of each scenario. Sometimes itS jump kicks doesn’t feel very nat- 
good to challenge your imagination with such guess- _—_— ural. Fortunately, the basic 
work...but in Double Dragon it’s a pain in the neck, be- punch and kick functions are all 
cause you offen don’t know how many enemies are —_—- you'll need for most enemies. 


within striking distance. 


Fortunately, aside from this shortcoming (and < : 
few hair-splitting gripes about the controls) the g 
is a winner. With its sharp graphics and two-play! 





EDITORS’ RATINGS 















_tions—including the one-on-one Street Fighter-sty! 
“practice” mode—its sensitive to the strong poin 
the hardware, too. aes 
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0 you think you’ve 
mastered Mortal | 
Kombat, eh? Well, you 
may know all of the se- | 
crets of Midway’s mon- 
ster arcade sensation, 
but now there’s more. 
The saga continues on |. 
“Mortal Monday,” Sep- 
tember 13, 1993, as Ac- 
claim/Arena releases four new versions of 
Mortal Kombat for the leading home sys- 
tems: Super NES, Genesis, Game Boy and 
Game Gear. 

You'll find detailed reviews of all four car- 
tridges in this month's Video-Game Reviews 
and Gaming on the Go columns. What you'll 
find on the next few pages is the real inside 
scoop on the game’s special moves and fa- 
talities—all of the necessary data for each 
! character on all four systems. We'll also re- 
veal the mystery of the “secret character,” 
Reptile; yes, he does appear in the 16-bit 
home versions! 

The following are a 
few important things to 
keep in mind as you read 
through this article: 

The Game Boy ver- 
sion of Mortal Kombat 
does not include Johnny 
Cage, and the Game 
Gear version does not 
include Kano. Also, nei- 
ther of these portable 
. editions includes Rep- 


SUPER NES 


Certain special 
moves may be easier to 
perform if the final but- 
ton in the sequence is GAMEBOY 








the 


pressed at 
same time as the 
button before it, 
particularly in the 
Super NES version. 


For example: 
Johnny Cage's Fire- 
ball attack is per- 
formed by pressing Away, Toward, A in 
the Genesis version, but, in the Super 
NES version—which uses the sequence 
Away, Toward, B—you may get a better 
response if you press Away, then Toward 
and B together. A 
plus sign separat- 
ing button names |} 
(e.g., “A+B”) indi- } 
cates that those fit 4 
buttons should be jayy™ 

pressed simultane- | 
ously. 
The L and R 

buttons on top of the 
Super NES con- 
troller perform the 
Block function and 
are inter-change- 
able. Moves that in- 
clude the R button 
(Kano’s knives, 
Sonya’s finishing 









move) can also be performed with the 
L button. 

Some of the finishing moves 
may not work unless 
you are standing a 
specific distance 
away from 
your dazed 
opponent 
when you 
press the necessary 
buttons. If you try to 
execute a fatality and 
nothing happens, you 
may need to either move 
closer to your opponent 
or farther away. Look at our photos to get 
an idea of where you should be standing in 
order to get the desired effect; when all 
else fails, experiment with different dis- 


tances. 


Though the Super 
NES version allows play- 
ers to configure the con- 
trols to their liking, all of 
the moves shown here 
are described as if the 
default configuration is 
in place. 

To access “Mode A” 
in the Sega versions— 
with all original fatalities 
and blood effects intact— . 
wait for the screen that 
talks about “codes of 
honor.” Press A, B, A, C, 
A, B, B on the Genesis, or 
2, 1, 2, Down, Up on the 
GAME GEAR Game Gear. 
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Bail Dayin Bagdad! 


| You've been cast out of the palace as a beggar. The princess has 
©// turned against you. The palace guards want your head on a skewer. 
And you haven't even had breakfast yet. This is not good. & It gets 
worse. One minute you're fleeing for your very life across roof tops. 
The next, you find yourself washed up on a desert island...or amidst 
ancient ruins, face to face with a disembodied head (and boy is it 
hungry!). This is really not good. &&@ You stumble upon quicksand, 
serpents, spikes, magic spells, a skeleton with a sick sense of humor, 
and then...well...things get just a mite tricky. d& Introducing 
Prince of Persia 2°: The Shadow & the Flame“ Some call it a dozen 
Arabian Nights movies rolled into one. Actually, it’s your worst 


Arabian nightmare. & So get some sleep. Once this 7B é 
swashbuckler begins, you may never sleep again. faderbund 
PULSE-QUICKENING ACTION ¢ RICH MOVIE-LIKE STORY AND SOUNDTRACK INCREDIBLY REALISTIC ANIMATION 


A CINEMATIC ACTION GAME BY JORDAN MECHNER * SUGGESTED RETAIL PRICE: $69.95 (MS-DOS VERSION). SEE YOUR LOCAL DEALER OR CALL 
1-800-521-6263 AND REFER TO CODE 265 TO ORDER AT A 25% SAVINGS. ¢ REQUIRES 10 MHZ 286 OR FASTER MACHINE. HARD DRIVE AND VGA REQUIRED. 


©1993 Broderbund Software, Inc. Prince of Persia is a registered trademark and The Shadow & the Flame is a trademark of Broderbund Software. All rights reserved. 
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An undead warrior-who-is’said-to:have ‘perished: 
the hands ofa Lin: Kuet assassin; Scorpion-harbors 
oa deep: hatred_of: Sub-Zero: that: can’ be:traced:to 
“these-rumors): Scorpionis) one, of: just: two. 
characters whose. finishing: moves look exactlys: 
“alike-on all: versions of the: game: (including: the =~ > 
mM - coin-op), even. in-the sanitized: Sega-versions.. 
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ppearing only ,; 

in newer ver- 
sions of the 
arcade 

game (versions 3.0 and 

up), Reptile is said to 4 

have been hidden in : 

be the game by program- a 

7 mer Ed Boon, who whipped up the necessary program 
enhancements in a single weekend. Rumor has it that 
even John Tobias—Mortal Kombat's graphic artist— 
was not initially aware 
| of the presence of this 
top-secret “boss” char- 
acter. In version 4.0 of 
the coin-op, Reptile 
will occasionally ap- 
pear on the screen to 
give you a hint on how 
you can bring him out 
of hiding for a battle. These hints also appear in the 
Super NES and Genesis cartridges, so keep your eyes 
Open! 

Since VideoGames 
magazine was the first a .. 
to break the news i : 
B about Reptile (way 
) back in our February 
issue), it’s only fitting 
that we give you the full 
scoop on Reptile’s ap- 
pearances in the home 
= versions of Mortal Kombat. Fans of the arcade game 
should be aware that the steps to finding Reptile in the 
s Genesis cartridge are exactly the same as in the coin- 
@) op original: 











. Reptile will only 

appear on_ the 
game’s Pit stage ina 
one-player game,and 
in the Genesis version 
he won’t come out un- 
less you see some 
type of silhouette flying 
in front of the moon at 
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limitation, so you can 
basically find Reptile 
whenever you reach 





Super NES. 


. During your battle on the Pit stage, never use the 


“Block” function. With the standard controller con- 
figuration, that means 
don’t touch’ the 
START button on the (ete 
Genesis and never 
touch the L or R but- 
tons (on top of the 
controller) on the 
Super NES. 
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. Get a “Double Flawless” victory—in other words, 
win two rounds without getting hit. You can still 


reach Reptile if you lose the first or second rounds, but & 


you must win a total of 
two perfect, 


KANO WINS 
TIME sONUS * 


20,000 
the “Double Flawless.” 


Successfully per- 


move on your oppo- 
nent. Unfor-tunately, 
this means that Sonya can’t fight Reptile: Her finishing 
move requires a press of the “Block” button, which dis- 
qualifies her as described in Step 2. 

Many players consider Reptile to be a more 
formidable opponent 
than Shang Tsung 
himself, so watch out! 
Performing a success- 
ful finishing move on 
Reptile will earn the 
lucky player a whop- 
ping 10,000,000-point 
bonus! 
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Sweet 16 Sound Boards 


Bigger Bits Bring Bigger BOOMs and BANGs to Your PC 


Sound Blaster 16 ASP 
Creative Labs is expanding on its 
accomplishments with the 16 ASP. 
This highest-end incarnation of the 
Sound Blaster line is loaded with tech- 
nical niceties. It uses custom signal 
compression and processing. In 
this way, effective 16-bit _ 
stereo record- ees 
ings can be 
made and 
played without a 
drastic slowdown 
in the computer’s 
CPU speed or with- 
' out sucking up too much of the com- 
puter’s memory. 

A CD-ROM interface is built onto 
the board, so you can immediately in- 
stall a CD-ROM. For musicians, the 
MIDI capabilities of the card can be ex- 
panded to professional sound quality 
by attaching a daughterboard (sold 
separately) called the Wave Blaster. It’s 
pricey, but the Sound Blaster 16 pro- 
duces the cleanest, most crystal-clear 
sound and comes packaged with 
plenty of extra software, such as an an- 
imation program, a multime- 
dia utility and an encyclope- 
dia on CD-ROM. 

Sound Blaster 16 ASP, 
$350. Creative Labs Inc., 
1901 McCarthy Blvd., Mil- ga 
pitas, CA 95035; (405) 
742-6622; Fax: (408) 
428-6633. 







Pro Audio Spectrum 16 
As one of the first 16-bit sound 
boards to be released, the Pro Audio 
Spectrum 16 (PAS 16) has received 
lots of praise, and deservedly so. Like 
= | the Sound Blaster 16 ASP, the PAS 16 
| has a CD-ROM interface and features 


a } the same 16-bit recording and play- 


| back capabilities. It does not, however, 
| have similar compression and process- 
ing technology. 

/ The PAS 16 proves to be a reliable 
=}} Sound Blaster compatible, coming in at 
a lower retail price than the 16 ASP. Crit- 
| ics have reported that they couldn’t tell 
| any difference between the sound quality 










of the two boards. However, we found 
that the 16 ASP came out a bit ahead, 
with a slightly clearer sound. Yet, with 
regard to price for what you get, like the 
CD-ROM interface, it appears you can’t 
lose with the Pro Audio Spectrum 16. 

Pro Audio Spectrum 16, $300. Media 
Vision, 47221 Fremont Blvd., Fre- 
mont, CA 94538; (800) 348-7116; 
Fax: (510) 770-8648/9592. 


Soundman 16 
Produced in conjunction with Media 

Vision, this Logitech board is essen- 
tially a stripped down version of Media 
Vision’s Pro Audio Spectrum 16. 
What’s missing is a CD-ROM in- fie 
terface. Also, other than the in- 
cluded Windows sound mixing jf 
and recording utilities, the Sound- jy 
man isn’t bundled with any extra 
software. Thus, this sound card 
costs a lot less than other 16-bit 
boards that usually come packed 
with software premiums you 
might not want. Since it sounds 
exactly like the Pro Audio Spec- 
trum 16, the Soundman 16 is per- 
fect if you already have a separate 
CD-ROM interface card or have no 
intention of getting a 

CD-ROM any- 
» time soon. 
% This is a 
F completely no-fuss 
sound board. Most 
notably, the installa- 
tion instructions are 
extremely reader- 
friendly in showing, with illustrations, 
how to insert the Soundman card into 
the computer. The user’s guide is also 
helpful, easy to read and concise, com- 
pared to the micro-sized text of the 
Sound Blaster manual and thickness of 
the Pro Audio’s. Though it might seem 
bare-to-the-bone, the Soundman 16 
doesn’t skimp on the standard features 
expected from a 16-bit sound card. It 
can record in 16 bits and is totally 
MIDI and MPC compatible. 

Soundman 16, $290. Logitech Inc., 
6505 Kaiser Drive, Fremont, CA 94555; 
(510) 795-8100; Fax: (510) 505-0978. 
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16 TO G0 

Laptop PCs are great. With “486” 
processors and full color, flat panel 
screens becoming more commonly 
used in newer portable models, take- 
along computer gaming has never 
looked better and operated faster (or 
been as conveniently compact). Yet de- 
spite these advances, the sound still 
blows. Or, rather, it doesn’t—sound for 
most laptops remains stuck in the pre- 
history when PCs burped noises like 
buzzing flies or clicked Morse code. 
Your games looked great but what you 
heard painfully reminded that you 
couldn’t have it all. 

os That is, until the 
Port*Able Sound and 
Port*Able Sound Plus. 
Okay, because they’re 
external plug-ins, 
they do make your 
laptop a little less 
portable. But, other 
than a slick case de- 
sign, you get Sound 
Blaster compatibility 
with 16-bit stereo or 
mono playback, and 
16-bit line-in/mic 
recording. What’s 
more, the Port*Able 
Sound is also Win- 
dows compatible, so 
your laptop can keep fellow coworkers 
dazzled with a sight and sound specta- 
cle as it gives them grim news about 
the company’s 
profits. Or, it can 
bark your prere- 
corded voice to 
underlings learn- 
ing to use an ap- 
plication on your 
PC. Most impor- 
tantly, you'll hear 
your wingmen in Strike Commander 
praising or grumbling about your aerial 
combating during lunch. 

Port*Able Sound, $170. Port*Able 
Sound Plus, $199. Digispeech Inc., 
2464 Embarcadero Way, Palo Alto, CA 
94303; (415) 494-8086; Fax: (415) 
494-8114. 
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NEW WORLD COMPUTING, ING. 
WCOPYRIGHT 1993, NEW WORLD COMPUTING, INC 


MIGHT & MAGIC AND NEW WORLD COMPUTING ARE REGISTERED TRADEMARKS OF NEW WORLD COMPUTING, ING 
IBM SCREENS SHOWN. ACTUAL SCREENS MAY VARY 
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This is a free reader service card. Tear it out and keep it with you as you go through this issue. You'll see a reader 
service number accompanying most products reviewed or advertised. If you waut free information on any of these, 
simply cirele the corresponding numbers on the eard and mail it in, 
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120 140 160 180 200 c) Tips & Tricks d) Mortal Kombat Feature 

e) Gaming on the Go f) Video-Game Previews 

Name g) Computer-Game Previews h) Game 
Address Strategies i) Computer-Game Reviews 
SB. What article in this issue did you like least? (circle one) 
City/State/Zi a) Video-Game Reviews b) Gaming Update 
Phone c) Tips & Tricks d) Mortal Kombat Feature 
Indicate reason for interest as follows: e) Gaming on the Go f) Video-Game Previews 
(Current Purchase (JFuture Purchase g) Computer-Game Previews h) Game 


Strategies i) Computer-Game Reviews 
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ike Rex Nebular, Return of the Phantom is 

another of MicroProse’s Animated 

Graphic Adventures. This product steps 
away from the classic-gaming genre of fantasy 
or science fiction. Based on the novel by Gaston 
Leroux, Return of the Phantom invites the user 
to the virtual opera house for an evening of 
romance, horror, mystery and drama. 

The design notes state the game was 
designed for beginning and intermediate 
gaming audiences. The difficulty level is 
selectable, either novice or challenging. | found 
the adventure easily playable at the novice level, 
$0 MicroProse did well matching the game 
balance to the target market. 
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THE BRAND NEW VIDEOGAMES REVIEW SYSTEM! 
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SNES Genesis Neo*Geo NES Duo/TG-16 PC Macintosh Lynx Game Boy Game Gear 
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OVERALL RATING ¥ 


GRAPHICS 


Like Rex Nebular, the animation of 
the figures in the game is smooth 
and convincing. 


SOUND/MUSIC 


The background music is well placed 
in Return of the Phantom. Most songs 
are organ melodies that make sense 
in this setting. The music segues into 
more eerie and moody pieces as 
Raoul explores the Phantom’s abode 
of catacombs beneath the opera 
house, and dramatic chords are struck 
when certain events occur. 


PLAYABILITY 


st under eight — 
id sound cards — This is also a shorter adventure, 

q ‘ a more like Space Quest V than Ultima. 
It emphasizes the story and adven- 
ture over the strategy and arcade ele- 
ments of most games. 
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PRICE: $99.95 


GAME ¥ PRODUCT INFO ¥W OVERALL RATINGY ~ 
AVAILABLE: NOW 
DIFFICULTY: MEDIUM 


COMPANY: SPECTRUM HOLOBYTE 
2490 MARINER SQUARE LP 
ALAMEDA, CA 94501 
PHONE: (510) 522-3584 


his is something out of an Alien movie: It's Iron Helix. When it's deployed, the bomb quickly 

the 24th century, and Russia vs. the United works like an organic computer virus on its vic- GRAPHICS 9 
States is a distant footnote. These days it’s inter- tims’ genetic structure. Yet, before Earth’s forces 
galactic, with the Earth trying to steer clear of the can run space simulations of an attack with the ihe developers scaled the full- 
Thanatosians. This conflict has resulted in the weapon, the ship computers (a la War Games) de- marianivideordannntoreniall 
shipping off of an atom bomb-like device called cide that this isn’t a game and launch a real attack § windows for the benefit of 
ona Thanatosian planet, Calliopé. frame rate and resolution. 

You receive communication that the Therefore, through most of the 
Jeremiah Obrian, the ship containing the game, the graphics consist 
lron Helix, must be stopped. Being the clos- mostly of the probe’s control 
est ship, you must take action, but all you panel. 
are equipped with is a simple zoological 
probe. The mission seems all but hopeless. SOUND/MUSIC 8 

This is the premise to /ron Helix, a new The sound is adequate for 
game on CD by Spectrum HoloByte and de- what’s going on. You have 
veloper Drew Pictures. It’s also the first sound effects for various things, 





As admitted in the manual, 











product to come out of Spectrum like the whooshing of doors 
HoloByte’s new NED division. And an im- pening and warning klaxons 
pressive launch it is. Reminiscent of Activi- when Defender gets too close. 

sion’s Hacker so long ago, you have little to 

go on and rely on the gathering of info and PLAYABILITY 9 





data to get you through the mission. 
Iron Helix isn’t the name of a new heavy-metal rock The key is to find and save samples of of the Mac interface to the 
band, but of Spectrum HoloByte’s new CD game. the crews DNA from around the ship. The may. You ean employ a sim- 
Jeremiah Obrian is equipped with —_pje point-and-click method 
door locks and other verifications or shortcut with keyboard 
based on the DNA of ship officers, commands for most actions. 
and you have to fake the ship com- Either way, the design of the 
puter into thinking you are certain game is not imposing. 
crew members. 

The game will have you working 
against the clock, but also trying to 
stay clear of the ship's automatic De- 
fender robot, which is making sure that yy yw 5 
no one interferes with the launch Go Xin Ze9 LO 


Iron Helix uses the simplicity 


















EDITORS’ RATINGS 


plans. The game’s five levels of diffi- = uU Z 
culty will keep this CD in your drive for 
along time: BANG MIBUCK 9 


—Andy Eddy 
~ (THE LOWDOWN 


Drew Pictures and Spectrum 
HoloByte have stayed within the 
limits of current CD-ROM speed 
and display capabilities to 
make an entertaining and en- 
gaging CD game. If you have a 


CD-ROM on your Mac that isn’t 
getting enough use, /ron Helix 
is good exercise. 





























Give Your Joystick 
a Thrill. 


n the early 21st century, staged fight- 
ing has become a lucrative profession for 
female hardbodies, with dozens of legal 
arenas in the city. But for the leanest, 
meanest warriors, the real money comes 
from the illegal bouts held outside 
the city. It’s the hottest day of the 
summer and you’re baking inside 
a dilapidated warehouse. You — 
and your opponent — wear the latest 
in MECHA armor. The best fighting 
armor in the world. 














— i A, | =_ 
LE OF THE ROBO BABES 


This won’t be any picnic. With the 
intense heat and action, you'll both end 
up in less than full body dress. 





It’s dream babes in heavy armor battling for 
prize money — action packed, arcade style 
fun for your PC. But be warned — with its 
intense violence and voluptuous women, 
Metal & Lace: Battle Of The Robo Babes is for 
mature audiences only. And not for the faint 
hearted. Available now at your nearest dealer or 
call 1-800-258-MEGA. Or write Megatech, 
P.O. Box 11333, Torrance, CA 90510. Visa, 
Mastercard, checks accepted. 





System requirements: 286-20 or faster machine 
(386 recommended) with 640K RAM, hard disk, 
joystick recommended. Operating Sys.: MS DOS 
3.3 of chove, Windows 3.1. Graphics compatible 
with VGA. Sound support: Sound Blaster, Sound 
Blaster Pro, Thunder Board, Pro Audio Spectrum , 
Adlib Gold and Speed Master. 


This game is not for the faint-hearted. Contains 

iol id terial i iate fe i » ie 

Ra Fo free domo, call our 24hr. BBS at 310-539-7739. (8NI) MEGA 
NOT RECOMMENDED FOR PLAYERS UNDER 13. ae 


None of the games developed by Megatech Software has been rated by the MPAA, 


All companies and product names mentioned are trademarks or registered tradema 
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of the respective owners. 
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Maniac 
Mansion 2: 


Day of the Tentacle 


i n Maniac Mansion 2: Day of the Tentacle 
(DOTT), veteran game designers Dave Gross- 
man and Tim Schafer (The Secret of Monkey Island) 
have merged a conventional adventure game with 
zany cartoon animation to create an interactive ad- 
venture. Here's the story: Purple Tentacle, a 

pet of Dr. Fred's (the mad scientist in... ™ 
the first Maniac Mansion) has in- « ,.\ « 
gested a radioactive mutagen that iS 
turns him into an evil genius. Set to 
take over the world, Purple Tentacle must ™ 
be stopped before he can accomplish this 


rz rea 





and Laverne the medical student are called in to 
save the day...er, yesterday. In order to save the 
world from tentacle rule, the three kids must be sent 
back through time to stop Purple Tentacle from eat- 
ing the toxic waste in the first place. 

DOTT plays—at first—just like any other adven- 
ture game for the PC. By pointing and clicking the 
mouse and selecting from a batch of verbs at the 
bottom of the screen, you move Hoagie, Bernard 
=4/ and Laverne around Dr. Fred's mansion. A few min- 

1 utes into the game, the three kids become sepa- 

' rated, with Hoagie sent 200 
years into the past, Laverne 
* blasted 200 years into the fu- 
‘ fure and Bernard staying in the 
present. The rest of the game 
Involves collecting objects and 
‘between the 
racters by way of the 
-Q-John time machine. Novice gamers be 
not an easy game. Coordinating 
fforts of three adventurers across 

















complete with opening and closing 






















f DOTT plays just like an inter- 
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PRICE: $69.95 
AVAILABLE: ) 
DIFFICULTY: 
COMPANY: 
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credits. Laverne, 
own custom ani 


ULY 1993 

HARD 

LUCASARTS 

P.O, BOX 10307 

SAN RAFAEL, CA 94912 
) STAR-WARS 





Hoagie and Bernard all have their 
mation and movements. Bernard 


picks his nose and fiddles with his glasses when he 


isn’t moving, wh 
prancing gait. F 


ile Laverne walks with a hilarious 


rom tentacles to hamsters, nearly 


every character in the game features outrageous car- 





Nessn 


Meet ue 


L 


as da 


toony animation. 
digitized speech, too. Bernard Sanders (Les 


Cincinnati) plays the voice o 


Bernard struggles to free Earth 
from the slimy suckers of the 





The CD version features tons o 











nan on the TV show WKRP in 


f 








Bernard, while other voice ac- 
tors provide the rest of 
the characters. Except for 
Hoagie’s voice (which 
sounds like Thurston How- 
land 

























4 


Purple Tentacles. 


headbanger—weren't Beavis and 


Butt-head available?), all the voices used in the 


game are just about perfect. Laverne’s nervous laugh 


always made me 





Woody Allen imp 


chortle, and the actor speaking for 


Dwayne (a depressed neurotic) does an excellent 


ersonation. 
—Jeff James 





GRAPHICS 9 


Wild and wacky animation 
teamed with cool cartoon 
backgrounds make DOTT a 
winner in this department. 
(Just watch Laverne prance 
around in her tentacle cos- 
tume!) 


SOUND/MUSIC 8 


With plenty of cartoon sound 
effects, DOTT sounds like 
your average Bugs Bunny 
cartoon short. LucasArts’ 
iMUSE music system changes 
the soundtrack as you play, 
too. 


PLAYABILITY wf 


The time-twisting puzzles in 
DOTT can be tough. Master- 

ing the Chron-O-John time 
machine to transfer objects 
across time between Lav- 
erne, Hoagie and Bernard is 
vital to winning the game. 


EDITORS’ RATINGS 
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THE LOWDOWN 
Aside from the hokey Hoagie 
voice and the toughness of some 
game puzzles, DOTT is simply too 
much fun to resist—any game 
that uses fake barf as an inven- 
tory object can’t be half bad. In- 
credible animation, digitized 
speech and hilarious dialogue 
make DOTTa first-rate exercise in 
interactive cartoon entertain- 
ment—and a must-buy. 























eautiful women! Fabulous treasures! Scurvy 

from lack of vitamin C! You, too, can experi- 
ence the joys of life in the Caribbean with Pirates! 
Gold, an updated version of the classic computer 
game from Sid Meier, he of Railroad Tycoon and 
Civilization. 

You start Pirates! Gold with a small ship, a 
smaller crew and a quest to become wealthy while 
staying healthy. You can make money legally by 
trading goods between 
ports of call or embrace 
the “dark side of the 
force” and become a pi- 
rate. If you want some- 
thing less involved than a 
career, you can command 
a famous expedition and 
relive the exploits of a 
real-life pirate. 






















PRODUCT INFO ¥ 


PRICE: $69.95 
AVAILABLE: NOW 
DIFFICULTY: ADJUSTABLE 


COMPANY: MICROPROSE 
180 LAKEFRONT DRIVE 
HUNT VALLEY, MD 21030-2245 
PHONE: (410) 771-1151 - 





The game play combines arcade sequences 
(fencing, sailing, attacking enemy ships) with ad- 
venture aspects (town governors send you on dan- 
gerous missions, evil barons give you maps that 
lead to long-lost relatives and relatives give you 
maps that lead to long-lost Incan treasures). 

Among the (few) game play improvements over 
the original Pirates! are more cities to explore and 
plunder; more varied missions; an in-game map 
hat shows your 
ocation in the 
Caribbean: and a 
turbo feature that 
speeds up the 
Sailing process 
and your walking 
while on land. 
Now for the 
bad news: There 
are several bugs 
that make it im- 
possible to com- 
plete certain mis- 
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Swords slash and buccaneers clash in 
Pirates! Gold. 


sions without crashing the game. You need to 
download the latest patch file from the MicroProse 
BBS or a major system network such as Compu- 
Serve to fix them, 

Other game play flaws: You must quit to DOS 
and restart in order to restore a Saved game, and 
you can't Save the game unless you're in port, a fact 
not mentioned anywhere in the manual. Speaking of 
which, the Pirates! Gold manual lacks the personal- 
ity of the original. 

—Zach Meston 


rates! Gold almos 
_ playable until you ge 


OVERALL RATING ¥ 








The Super VGA graphics are 
dazzling throughout, from the 
governor’s bodacious daugh- 
ters to the pirate flags that 
flap in the breeze. 


Scarce sound effects, but plenty 
of pleasant classical music (in- 
cluding several Bach tunes). 









Numerous bugs m 







THE LOWDOWN 
How’d this game get out the door 
with so many bugs? It’s not as 
bad as the disastrous Darklands 
(eight patches and counting), but 
you'd think MicroProse would 
have recruited better play testers 
by now. Still, with the bugs fixed, 
Pirates! Gold is as fun and 
playable as the 1987 original— 
and much prettier to look at. 
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PRICE: $59.95 
AVAILABLE: NOW 


DIFFICULTY: HARD 
COMPANY: GAME TEK 
2999 N.E. 191 st ST, SUITE 800 
N. MIAMI BEACH, FL 33180 
PHONE: (305) 935-3995 


OVERALL RATING Y 





A shes of Empire \s set in the ruins of a vast, 
mythic, formerly totalitarian state now re- 
duced to ethnic civil war. Your mission as a repre- 
sentative of the United Community (UC) Pacification 
Programme is to bring the Confederation of Syndi- 
calist Republics, the CSR, into peace and harmony. 
Does any of this sound familiar? Since the aim of 
Ashes of Empire is realism, | wish the designers had 
shown the good sense to go ahead and use the UN's 
and USSR's names. 























Technically, Ashes of Empire is very 
y slick and its style remarkably innovative. 
The interface is both its best feature and 


J; well: Moving (1 should say “fading,” 
, since nearly all scenes fade slowly from 
one to another) from function to function is seam- 
less, without having to wade through menus or go 
| through intermediate screens. Some parts of the 
‘ game have pop-up icons, but | think there could just 
j as easily have been additional icons for getting 
the game. However, the elaborate key- 

board control is indicative of just how difficult the 
game is to get into, which is something GameTek 
obviously realized since they ship a video tutorial 








"its worst flaw. Parts of it work extremely pate 


with the game. I’ve watched it three times and some 
of it is still unclear to me. 

The many tasks facing you as the sole savior of 
the CSR are enormously complex. You have to man- 
age resources and use them for trade, move from 
town to town and province to province, avoid enemy 
forces (thought it’s kind of hard to know who’s 
friendly) and find and persuade influential locals to 
join your cause. Most of your time will be spent in 
3-D view, moving from town to town and avoiding 


Ashes of 
Empire is 
strictly for 
those willing 
to put serious 
quantities of 
time into 
learning and 
playing it. 


(or battling) enemy forces. This adds elements from 
flight and tank simulations, and can be controlled 
with either joystick or mouse. 

There is enough substance to keep you occupied 


with Ashes of Empire for months. If you're a sea- 


soned simulation player, don't miss it. But if you're a 
more casual player, you'd be better off looking for 
something less complex. 





—Tom Malcom 


GRAPHICS 


For the most part, the graph- 
ics are well done and there 
is some 3-D animation, 
though | thought the ani- 
mated figures looked a little 
amateurish compared with 
some of the other graphics. 


SOUND/MUSIC 


The music is derived from 
Stravinsky’s Rife of Spring, 
and my biggest gripe about it 
is that | can’t find any way to 
turn it off. 


PLAYABILITY 


The smooth flow of the game 
comes at a cost, though, 
since it requires learning a 
large number of completely 
unintuitive keystrokes. 
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THE LOWDOWN 


It is a herculean achievement in 
simulation, but it’s also one of the 


most difficult games I’ve played. 


Lovers of extravagantly detailed 


simulations will have a field day, 


but the learning curve is far too - 


steep and the premise far too 
grim for casual players. 
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VIKIN 


he Lost Vikings tells the 

tale of a trio of Vikings 
who've been sucked into the belly 
f a UFO (must've been a short- 
ge of rednecks) being piloted by 
nasty alien. To get off the UFO, 
ur heroes have to bump off the 
ien—but getting to him means 
dventuring through the Stone 
ge, ancient Egypt, a warehouse 
nda “wacky world” that ain't re- 
ly all that wacky. Each area is 
not-so-coincidentally filled with 
lots of puzzles that the Vikings 
have to solve. 

Some puzzles are solved by 
using the skills of one or more Vikings; others are 
solved by collecting and using an item in the right 
place (a key to open a lock, or a bomb to blow apart a 
wall). There are also hidden items in some levels, but 


PRICE: $49.95 
AVAILABLE: NOW 

DIFFICULTY: HARD 
COMPANY: 


INTERPLAY PRODUCTIONS 
17922 FITCH AVE. 

IRVINE, CA 92714 

PHONE: (714) 553-6655 
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In a clever marketing tie-in, Olaf meets up 
with a raptor from Jurassic Park. 


you don't need these items to complete the levels: 
they just make your job easier. 

The Lost Vikings sense of humor is what puts 
it a cut above other puzzlers. The 
Vikings crack jokes at the beginning 
and end of each level, usually at your 
expense, and they're very funny: It’s 
So nice to play a game that doesn't 
take itself seriously. 

There's only one big, hairy fly in 
the ointment: The PC version is miss- 
ing all of the background graphics 
and most of the sampled sound ef- 
fects of the SNES version. As if 1993's 
$0-powerful-they-can-bench-press- 
their-owners PCs can't handle paral- 
lax scrolling and digitized grunts? 
Great game otherwise, though. 
—Zach Meston 
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GRAPHICS 


The PC version is missing 
the backgrounds of the Super 
NES version, but the hysteri- 
cal animation is exactly the 
same. You'll bust out laugh- 
ing as Olaf digs monster 
boogers out of his nose. 


SOUND/MUSIC 


Again, the PC version suffers 
by comparison. The tunes 
are varied and upbeat, but 
the SNES version has better 
music and great sampled 
sounds. 


PLAYABILITY 


The Lost Vikings plays best 
with the button-laden Gravis 
PC game pad, but also works 
smoothly with two-button 
joysticks. The various puz- 
zles are tough, but never 
frustratingly so. 
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A puzzle game that’s not a cheesy 
knockoff of Lemmings! How ’bout 
that! Thirty-seven levels, lots of 


laughs and a high difficulty level 
_ make for countless (okay, about 








40) hours of good fun. However, if 
you have an SNES, get that ver- 


sion instead. 









































ohort I/ puts you in command as general in a 
game of Roman combat, fending off attacks 
from Roman or even Barbarian armies. Unlike typi- 
cal strategy games that use hexagons and generic 
icons to depict units, however, Cohort I/ focuses on 
a more concentrated battlefield, giving your individ- 
ual units freedom to move wherever they wish on a 
scrolling battlefield. 
Communicating to the game is done through the 
mouse and a series of pop-up menus. Menus are 
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available that allow control of the entire army, a battle 
group, or even an individual unit. Its approach, 
though a lot more complex in Cohort //, reminded me 
~ of an ancient game on the Atari 800 called Excalibur, 
where you control individual knights and assign 
there destinations. You would sit back and watch the 
units move smoothly across the screen to meet the 
nemy. Unfortunately, Cohort // gets a little confusing 











PRICE: $29.95 

| AVAILABLE: NOW 

| DIFFICULTY: EASY 

| COMPANY: IMPRESSIONS SOFTWARE 
7 MELROSE DRIVE 

PHONE: (203) 676-0127 








Without a two-player mode, and a somewhat lim- 
iting scenario builder, Cohort // quickly turns into a 
game of repetition. Win one scenario and play the 
next, with slight alterations in unit types. It's great for 
players who enjoy subtle changes for experimenta- 
tion, but definitely not for those looking for a game 
with countless surprises. 


GRAPHICS 


Cute graphics, but not much 
detail in the battlefields. 
Only the soldiers are worth 
looking at. 


—Danny Han 




















SOUND/MUSIC 


Digitized sounds for Sound 
Blaster owners, and, thank- 
fully, no repetitive music to 
drive you insane. The pa- 
thetic scream of dying sol- 
diers is about as unintention- 
ally cute as you can get. 








PLAYABILITY 


Not very difficult to learn, but 
definitely a chore to get your 
individual units exactly 
where you want them. Clut- 
tered screens and stray units 
are ever present. 
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PRODUCT INFO ¥ 


PRICE: $79.95 

AVAILABLE: NOW. 

DIFFICULTY: HARD 

COMPANY: SPECTRUM HOLOBYTE 
2490 MARINER SQUARE LP 
ALAMEDA, CA 94501 

PHONE: (501) 522-1164 


OVERALL RATING VY 





ired of the same old aerial combat 

flight simulators? Then strap 
yourself into the Tornado, a variable 
sweep-wing fighter-bomber used ex- 
tensively during Desert Storm to 
knockout airfields and other ground tar- 
gets. This simulator differs from most 
in that it focuses not on the battle for air 
superiority, but on low-altitude, high- 
speed precision bombing runs. 

Don’t think you're just going to grab 
the stick and start skimming the tree 
tops, however. Jornado is an incredibly 
complex simulation, and while it fea- 
tures a Quick Start flying mode you're not going to 
know even half of what's going on unless you (gag) 
read the manual. This is one of those “every key 
does something” games with a twist: a mouse is re- 
quired for some of the controls and commands like 
“Ctrl + Right Mouse Button” are not uncommon. Try 
doing that with one hand on the joystick at 600 
knots, 200 feet above the ground! 

Beginners shouldn't panic, however, as the on- 
board computer has everything from autopilot to 
autothrottle and the excellent manual contains a 
variety of “simulation” exercises. Once you're in 
the swing of things you can attempt the training 
missions, but unlike the “simulator” mode if you 
crash your plane your surrogate pilot will die. 

Actual battle awaits you in Combat mode. Here 
you can fly one of several pre-set missions, begin a 
campaign or take complete command and conduct 
your own air war. You can fly single plane missions 
or lead a formation of up to 6 other Tornadoes 
against a target. The game also supports two player 
head-to-head warfare using a modem or serial cable. 

Tornado is one of the few simulators the conveys 
a real sense of speed. Detailed three-dimensional 
graphics of buildings, vehicles and trees whiz by as 
you blast across the countryside at extremely low 





In Tornado, by Spectrum HoloByte, avoid 
detection by using electronic equipment like 
the terrain-following navigation aids to fly 
low at very high speeds. 


altitudes using the terrain-referenced navigation 
system. As you approach your target you can sweep 
the wings forward to reduce the aircraft's stall speed, 
allowing not only the accurate delivery of your 
deadly payload but a good look at what it is you're 
about to blow up! 

While casual fighter pilots will revel in the 
graphics, Jornado holds the greatest long-term ap- 
peal for the die-hard simulation fan do to its wide 
variety of options and realistic flight model. 

—Jeffrey Tschiltsch 
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GRAPHICS 6 


Tornado’s claim to fame: a 
wide variety of 3-D objects, 
fast terrain and lots of digi- 
tized pictures. Several exter- 
nal views but no VCR replays 
of missions. 


SOUND/MUSIC 6 


The game is not backward- 
compatible with all Sound 
Blaster cards and the Ad Lib 
compatible effects are far 
from impressive. 


PLAYABILITY 7 


Give yourself a week to learn 
the keyboard and another to 
decipher the mission plan- 
ner. Full Thrustmaster FCS 
and CH Flightstick Pro sup- 
port is provided. 
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THE LOWDOWN 
Tornado’s emphasis on ground at- 
tack missions offers a welcome 
diversion from most other flight 
sims, but its complex controls 
may frustrate some and keep 
them from discovering its full po- 
tential. 






here aren't many one-disk games being 

published these days, let alone one-disk 
mysteries, and it’s good to play something 
that | don’t have to schedule the better part of 
a month to get through. Mysteries have al- 
ways been one of my favorite forms of enter- 
tainment, and Crime City turned out to be just 
the very game for whiling away a rainy Satur- 
day afternoon. 


PORE (UA 


The mystery, which is set in England, casts 
you as the son of a private investigator and 
former policeman who has been arrested for 
the murder of his best friend and former part- 
ner. It’s your job to find out who really did the 
dastardly deed and clear your father. 

Mechanically, you move from place to 
place by clicking locations on a map, and, 
once you go somewhere, there are various 
characters to question and information to be 
UE You can also follow some of the 








PRODUCT INFO V 


PRICE: $14.99 

AVAILABLE: NOW 

DIFFICULTY: HARD 

COMPANY: IMPRESSIONS SOFTWARE 
7 MELROSE DRIVE 
FARMINGTON, CT 06032 

PHONE: (203) 676-0127 
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characters, aie that’s one of the eel ways to 
find out what’s going on and what people are 
up to. Of course, it not only costs money to 
travel around, but it costs time as well, and 
you only have so much of each commodity. 
You can’t get more time, but you can get 
more money by playing the stock market. this 
is done on the computer in your father’s of- 
fice. This simulated computer is one of the 
best bits in Crime City, besides the stock mar- 
ket, there’s also a button to push that brings 
up a Breakout-style game. (It plays a decent 
game, but it only has one level.) 

If you approach the game with some logic 
and common sense, you won't have a lot of 
trouble figuring out whodunit, but, in case you 
get stuck, the documentation has two levels of 
clues in its back pages. Kudos to the develop- 
ers for being thoughtful: Anyone who has ever 
been stuck in a game will appreciate It. 

—Tom Malcom 
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OVERALL RATING ¥ 


The quality of the graphics 
varies from place to place. For 
the most part, they’re a little 
better than average, but there 
are a few spots where they 
look decidedly amateurish, 
bringing down the overall im- 
pression of the game. 


The sound and music are about 
on a par with the graphics, 
neither the best nor the worst, 
but with a few spots where 
they inexplicably cut off or are 
otherwise technically flawed. 
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THE LOWDOWN 
Computer games have grown so 
huge in recent years that it’s a 
nice change of pace to see some- 
thing like Crime City. There’s a lot 
to be said for a game you can fin- 
ish in an afternoon and have a 
good time doing it. 








Crime City is part of Impressions’ new line of low-cost computer games. 















Attention Game Developers 


Cartridge Emulator 

® Use any IBM compatible as a 

game development Workstation! 

® Connect your PC to your game 

machine! 

® Includes 16 Meg Bits of RAM! 

Only $225.00 

RHOTECH LABS LLC. 
P.O. Box 800727, Dallas, TX, 75380 
(214) 692-1206 (9am-5pm CST) 


Hardware does not include any proprietary information on 
game machines, or game development software; not 
licensed and/or endorsed by any game manufacturer. 
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CASH for 






Kol Ulmer: Tada tole [=x= 


We pay CASH for Genesis 
I and Super Nintendo cartridges. 
Call for prices or send for catalog 


I We also have a huge selection 
of used cartridges available. 


I 
BRE Software 
I 352 W. Bedford, Suite 104V $5 0 8) (@) F F 
Fresno, CA 93711 
Send $1.00 for our complete 


I (209) 432-2684 price list/catalog and receive 
FAX (209) 432-2599 a coupon for $5.00 OFF your 
Dealers/Wholesale inquires welcome next mail order (mail only). 
ls os ee ee ee | 
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Leo's Games 
Nintendo - Sega 
New & Used Games 
Don't pay retail for games! 
LET'S BARGAIN 
(707) 647-1985 


WE TRADE GAMES BUY AND SELL SYSTEMS 


CIRCLE #124 ON READER SERVICE CARD. 


ATTENTION: GAME FANATICS 
GET CASH QUICKER! 
GET THE BEST PRICE, THE BEST SELECTION, 


THE BEST DEAL ANYWHERE!! 
WE BUY / SELL ALL S-NES AND S. GENESIS 


I ¢ 800 © 222 - 5988 
EAST COAST VIDEO DISTRIBUTORS, INC. 
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SUBSCRIBE TO 
VIDEOGAMES 


oe ULTIMATE GAMING IVlAGAZINE” 


TURN TO PAGES 16-1'7 
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Alien vs, Predator $46 


Claymates 
Cool Spot 


Dracula 


Family Feud 49 Sengoku 






Aladdin $49 





















Shinobi 3 47 Zombies 
Son of Chuck 49 








4) Add $6.00 Shippin: 


0 PPE R 
GAME WORLD MANIA 


NEVER PAY RETAIL AGAIN! 


SUPER NINTENDO Clay Fighter 54 
Arcuss Odyssey 49 Mon. Night Football56 Top Gear 2 
49 Mortal Kombat62 Troddlers 

49 MVP Football 49 T2: Arcade 
Dennis the Menace 51 Ren-n-Stimpy 54 12: Judge. Day 49 Jaguar XJ220 49 
49 Rock'n Roll Racing 49 Utopia 

Dream Probe49 Rocky Rodent49 Zombies 
AQ ke KE Super Bomberman 56 
67 Pre-order NOW! 5, Empire Strikes Back 56 


Goof Troop 53 S, Caesar's Palace 49 Aero the Acrobat 49 The 7th Saga 54 
urassic Park 58 Tecmo $. Bowl 59 Art of Fighting 58 World Heroes 67 


SEGA GENESIS 
Bill Walsh F.B. 49 Spiderman/X-Men 44 Pre-order NOW! 
Boxing Legends 49 S.E2 Champ. 62 Desert Demolition 42 Dark Wizard 43 
Dino. for Hire 44 Strider Returns 49 Eternal Champions 58 Dune 49 
Keeper of the Gate49 Tecmo S.Bowl 55 Hi-Tech Aircraft 42 Indiana Jones 43 
Land Stalker 49 T2:Judge.Day 43 NBA Jam 
Mortal Kombat55 Wolf Child 


Final Fight Il 54 S.F 2 Turbo 


46 Out of this World 48 Monkey Island 43 
Pirate's Gold 49 World Series B.B. 49 Rebel Assault 42 Mortal Kombat49 
Robocop 3 42 WWF Royal Rumble49 Sonic/Spinball 42 Spiderman 43 
44 Virtua Racing 58 WWF: Ragein the Cage 42 


TO ORDER BY MAIL 


List the following on a separate sheet of paper: 
|) Name, Address, & Telephone Number = 
2) List the games and their prices you wish to order (Game World Mania 
3) N.Y. Res. must add 8.5% sales tax to the game total 1203 Commack Road 

& Handling (First Class Mail) 
5)Send Check or Money Order 


TO ORDER BY PHONE, CALL |-516-499-4277 


Please have your Visa or MasterCard Ready. 
All Gales Final. Price, offer, and availability subect to change. 


49 Daffy Duck 
46 Flashback 54 
49 Home Improve. 49 


52 Lethal Enforcers 73 
46 NBA Jam 49 


CD ROM 


54 Jurassic Park 49 





iSend Order & Payment to: 


Suite 1016 
Commack, NY 11725 
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THE UNOFFICIAL 1993 


JOHN MADDEN FOOTBALL 


Strategy Guide & Playbook... 
For the Sega™ Genesis™ System 


"A MUST HAVE for all MADDEN PLAYERS" 


Over 110 Pages Featuring 


Over 100 ALL NEW, HUGE, & EASY TO READ 
CHARTS-No More Squinting at the instruction 
Manual. 


Pro Tips & Easy Strategies NEVER BEFORE 
PUBLISHED that are GUARANTEED to 
improve your game play! 


All New TEAM & PLAYER RATINGS to help. 
you easily play the best Matchups! 





IT'S HOW YOU PLAY THE GAME! 


Order Yours Today by Sending $9.95 
($7.95 + $2.00 S & H) Check or Money Order 


Write To: 


THE NEXT STAGE 
677 YOLO CT. Dept C. 
San Jose, CA 95136 


30 Day Money Back Guarantee with all Orders! 
Sega and Genesis are registered trademarks of SEGA Enterprises LTD., 
John Madden Football '93 is a registered trademark of Electronic Arts. 
Neither SEGA or Electronics Arts sponsor or endorse this product. 








CIRCLE #127 ON READER SERVICE CARD. 





DISCOUNT VIDEO GAMES 


WE BUY AND SELL NEW AND USED 
GAMES AND ACCESORIES 


FIND OUT HOW 














TO GET FREE GAMES, ATARI LYNX 
WATCHES, AND SEGA GENESIS 
LASER POINTERS!! NEO GEO 
GAME BOY 

GAME GEAR 

GUARANTEE TURBO GRAFX 










THE LOWEST 
PRICES! NES/ SUPER NES 


CALL FOR CURRENT PRICES AND INFO. [Regul furzeen! Cap) 


4000 Blackburn Ln, Burtonsville, MD. 20866 

Phone: (301)384-2302 / Fax: (301)421-4034 

Office hrs.: 10AM-6PM, M-F, EDT. Limited hrs. on Sun. 
CIRCLE #119 ON READER SERVICE CARD. 













GAMEXPRESS 


ENESIS SUPER NINTENDO ¢ SEGA CD, 
© BUY « SELL» SWAP 
Largest New & Used Selection 
Latest Titles # Lowest Prices 
Free UPS Ground Shipping 
All major credit cards, checks & CODs # Express Service 


818-763-8697(TOYS) 


Dept VGCO8 * 11390 Ventura Blvd., Suite 1 
North Hollywood, California 91604 

Dept VGCO8 * Buena Park Mall ¢ 8412-A On the Mall 
Buena Park, California 90620 * (714) 952-4263 








Gamexpress 1 * 


Gamexpress 2 + 


Call or write for your free 12-page catalog which includes buy/sell prices on 
new/used games, trade-ins, swap information and more... 





* Swaps - $14 (includes shipping) 
* Over 2000 used Genesis and Super Nintendo titles in stock to swap/buy 
* We also buy Nintendo & Gameboy - Call for prices 

* Celebrating our 4th year in video game mailorder/retail. 

* Send all mail & packages to Gamexpress 1 





Mailorder Retail ¢ Wholesale © International 
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To rescue his kidnapped Dad, 
Chuck's got to leap-his way up 
a. mammoth tree sinking in 
lava, beat Big Bertha ‘and 
Fenny Fire Suit, duck flaming 
lava rocks and escape a crazy, 
dive-bombing bird.- what's he 
so. happy about? 




















Chuck Jr.’s about fo become 
lunch as menacing sharks 
attack from below the 
Wacky Waterfalls. Quick, 
Chuck, throw a temper 
tantrum - then club them 
when they least expect it! 





Fe RTE SA PR TSS : ™ 
: Available on Sega™G 4 
licensed by Sega Enterprises lid! for play on the Sega” Genesis” and Sega CD™ systems, SEGA, GENESIS and SEGA es Ltd. Chuck Rock Il; So 
‘Core Design; Lidand Virgin. Games, Inc. All rights reserved. Virgin is a registered trademark 0 its taken from Gen 
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Comrades! It is with a heavy | 
/ heart that I speak to you. 























TJOHNNY CAGE’S __ FINISH HIM! ~GORO LIVES! “ALL THE KOMBAT 
|; SHADOW KICK! WARRIORS! 


SUPER NES’ GENESIS GAME GEAR GAME BOY 
«igim MIDWAY 


entertain 
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a Mortal Kombat* © 1992 Licensed from Midway” Manufacturing Gompany. All rights reserved. 24993 Acclaim’ Entertainment Inc. Nintendo. 
sal Nintendo Entertainment System *, Game Boy and the official seals are registered trademarks of Nintendo of America, Inc. © 1993 Nintendo of America Inc. 
Sega, Genesis and Game Gear are trademarks of Sega Enterprises, Ltd. Screen shots shown are from Super NESS format. 
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